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Computer 
Christmas Card 



The worlds first oorr 
puterlsed Christmas oar 
has been launched b 
Snce loaded the^ ownf 

merry Christmas as tl- 
program cycles through 
seasonal animated si 



iputerlsed 
is available 
id C64 oom- 



Theysold a Million is a 
Joint project by Ocean. Soft- 
ware Projects. Ultimate and 
US Gold containing a 
number one hit from each 
company that together sold 
over a million copies. 

Marketed under the 
label "Hltsville" It will be 
available for Spectrum. 
Amstrad and C64 com- 
puters and will cost £9.96. 

The Spectrum and 
Amstrad versions will con- 
tain Daley Thompson's 
Decathlon, Jet Set Willy, 
Atlc Atao and Beach Head 1 
with Atic Atac being replac- 
ed by Staff of Karnath on 



Hot on the heels of Virgin s 
successful Now Games, top 
software houses are releas- 
ing compilation tapes in 
time for Christmas. 



Christmas 

Compilations 



Blue Max features in 
both tapes and is Joined to 
Raid. Flak, Hunchbaok II 
and Rocco In the Spectrum 
collection and by Spy 
Hunter. Tapper, Up 'n 
Down and Aztec Challenge 
on the Commodore 64. 

Doppeganger which was 
reviewed last month is Join- 
ed by Super Sam and De- 
fend or Die in Alllgata s Tri- 
ple Pack which Is available 
in Amstrad disc and 
oassette formats for 
£12.96. 

Alligata have also releas- 
ed "4 in 1" Action Packs 
exclusively for Smiths. 
Each tape contains four 
games and are available for 
C64 and Electron com- 
puters and cost £4.99. 

The Electron pack con- 
tains Night World. Guar- 
dian, Blagger and Shuffle 
with Guardian being Joined 
by Roget Roger, Water Ski 
3D and Hypercircuit In the 
C64 pack. 



Eecaan's 

Transmission 
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Three new oar games are 
lining up for the raoe for 
Christmas 

totally different and offer 
the computer racer a choice 
of grand prlx racing, car 
chases through a major city 
and even a fantasy based 



Durell's Turbo Esprit 
features a raoe against lime 
complete with traffic and 
pedestrians. 

The plot revolves around 



your attempts to foil a ma- 
jor drug ring who are at- 
tempting to smuggle a ma- 



jor consignment of drugs 
via a number of oars. Each 
car picks up part of the con - 
signment from various 
houses in the city and 
delivers them to a van that 
Is cruising through the 

Your job as a special 
agent has to pick each car 
off as before it makes its 
delivery. But beware as 
they are guarded by hit 

Leisure Genius who are 

puter versions of Monopoly 
and Cluedo are about to 



puterlsed Scalectrlx. 

The action takes place on 
a split screen display as one 
or two players race around 
either grand prlx circuits 
or custom built tracks. 

Elektraglide from 
English software is a rac- 
ing/driving game with a 
difference. 



features forked junctions, 
tunnels and what English 
describe as "high speed 3D 
hazards from out of the 



Sharp readers (or those 
who read the mag rrom 
back to front!) will have 
noticed that The Coin-Op 
Connection is missing from 
this month's Issue. There is 
a good reason for this. 

The Associated Leisure 
' w at the end - - ■ ■ 
is thejiremier B 
machine and ali form" of 
coin operated machinery, 
and as a result no new 
machines have come Into 



tng a full report on the ni 



from Atari. Konaml, Cap- 
oom, Namco and all the 
So watch out next month 




COMPUTE!! GAMER DECEMBER 1088 




<i Mm MWS 



Quick Byte 
Releases 



most recently acquired 
marque — Bug Byte. The 
latest releases fit Into the 
higher priced budget area 
of the market at £2.95. and 
are currently for the VIC. 
C16, and Spectrum, though 
all the more popular 
machines will have titles 
available for them in the 
near future. 

The games are Zoot. 
Bomber Bob. Dogsbody, 
and Ludolds for the Spea- 
trum. Q Warrior for the Vic 
20. and Dladon for the C16 
otalllng 160K of 
intures — not bad for 
Bug Byte hope to expand 
with titles coming from Ita- 
ly and America under the 
humorous titles of 
Splelbug. as in Steven for 
" - American stuff, and 



adventure tc 



Ibugetu for t) 



Firebird’s Hot- 
shots 



£7 95 and feature titles 
Rasputin and Gerry the 



Rasputin Is 






Bodypopping naturally 
features the exploits of a 
germ called Gerry 




Ariolasoft’s 

Cassettes 



s ugly 

head - tradition. 

You have to .destroy the 

where it Is working on an 
atomic bomb that will 
devastate your homeland. 
You must get your last 
battleship In close and shell 
the plant from underneath 
Its cliff overhand shield. 

Both games should be 
released simultaneously 
for three machines — Com 
modore. Spectrum and 

Qulcksllva'3 usual p 




READERS 



The Computer Gamer 
Readers Club is a 
FREE club open to all 
readers of Computer 
Gamer. All you have to 
do is to fill out the 
form on this page and 
send it to: 



Gamers’ Club 
Computer Gamer 
1 Golden Square 
London WXR 3AB. 
What do you get out of 
it? A FREE news letter 
once a month with of- 
fers, club activities 
and news. Xhe chance 
to participate in the 
Gamer Club ratings 
scheme, this is a 
scheme where by per- 
forming various tasks 
a member can fill up 
his membership cards 
with the ratings 
(rather like 

Scout /Guide badges). 
On completion of all 
tasks the person is 
awarded the Master 
Gamer Award — and 
can be very proud of 
himself indeed. 



CARN ILLUSTRATIONS 

280 MOLSEY ROAD, WALTON-ON-THAMES, SURREY KT12 4QZ 
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CARN ILLUSTRATIONS PRESENT 

Four full colour Limited Edition prints all at an 
unbeatable price of £2.50 including postage and packing 
or all four for the price of three 



CARN ILLUSTRATIONS m «**•<*. i»> 
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eating nostril sack! - ' 
"Prepare to die, loathsome 
worm pit. seeker of the 
Key." “Please don't blast a 

pig sty, oh wearer of the 
purple robe.” No, I have 
not gone completely crazy. 
The above is a typical con- 
versation in the long 
awaited Swords and 
Sorcery game from PSS. 

Adverts for this game 
first appeared over a year 
ago promising something 
totally new in the field of 
graphic adventures. The 
past twelve months have 
been spent in adding extra 
bits, refining the data com- 
pression techniques and 
generally improving things 
all round with the end 
result being a menu-driven, 
3D graphic, real time com- 
bat adventure featuring ar- 
tificial intelligence witl" 



fetl 

difficult * 
begin. 
Start 



e of network 






bits of the Armous of Zob 
which was unmade by its 
oreator aeons ago. The 
chances are, though, that 
you will be sidetracked en 
route and pursue one of the 
many other quests within 



depends entirely on you. I 





Swords and Sorcery is a roleplaying, 
adventure game packed with magic, 
monsters and treasure. Gordon 
Hamlett falls under its spell. 






._ __Jt providing you h.. 

enough magical power left to oast It. In- 
itially. you only Know a fireball spell. 
This includes pick up, drop. wear, take 
out and hold. Choosing one of these op- 
tions gives you a Ust of objects that can 
be handled. For example, If you open a 
chest and select "take out" you may get 
a list of bottle, sandwich and gold which 
were In the chest to begin with. 

This menu allows you to do the follov 



well as get a status report and save your 

Not every creature that you meet IB 
automatically hostile and you have the 
opportunity to try and talk to them in 
one of the following manners: greet 
(which can be friendly, neutral or 
hostile), warcry, bribe, grovel, insult, 

you try the effect of words such as sur- 
render, go away, stand and deliver, 
evaluate this Item or give me Informa- 
tion. NB Do not try talking to monsters 
during combatl They won't listen but 
will continue to hit youl For each bit of 
conversation, an appropriate phrase is 
generated the likes of which can be seen 
In the opening paragraph of this review. 
The vocabulary is large and some of the 
insults are choice. 

This attempts to use a magical Item. It 
does not work very often. Or at least, not 
for me It doesn't. 



select your means of attack 

your means of defence. The 
monster does likewise and 
the results of the first 
round are computed. This 
continues until one of you 
The method of attack 
depends on what weapon 
you are using. If It is your 



Fighting and 
Monsters 

It won't be very long before 

G i see a shadowy figure 
ming up before you In 
the corridor or you barge 
into a room only to be con- 
fronted by an evil looking 
critter. You can try talking 
to them which Is ^reat fun 
quite a few of them don’t 
pay you the slightest bit of 
attention so you might as 
smack them up 
.it away, which you 
o by selecting ''hit'' 
..uu. the menu. 

When you engage In 
combat, the map is replaced 
by your status display. 
This includes amongst 
other things the amount of 
damage you cap take, your 
it attack and defence 



manoeuvres Include stan- 
ding your ground, dodging 
and using your shield. You 
can also opt to use magic if 
you have enough magical 
power ^as can your oppo- 

attack you from behind or 



ST 



Moving 



you will have a high failure 
rate to start with but even- 
tually, you will be able to 



found somewhere 



teleporters, shlf- 
and magical bar- 



message display t 

Amongst the monsters 
that you will come across 
are gargoyles, oatmert. 
night graunts and wasp 
warriors and that Is only 
on level one! As you pro- 
gress, so does the nastiness 
of the enemy and you will 
start to encounter hell 
hounds, ice phantoms. 

S orgons, shapeshlfters, 
lack monks and demons. 

magic spells, some use 

K lson or breathe fire, 
me can only be destroyed 




What’s In It For 
You? 

Dp until now. there has not 
been a great deal to per 
...... ..... -ogodownlr- 



,n adventurer, all th ough ts 






Using Magic 

Every character has a cer- 
tain spell power which Is 
modified throughout the 
course of the game. Casting 

number of points which 
can be regained with time. 
Your ability to cast spells 
Increases with practice. 
You can also use potions 
which can be identified by 
tasting them. Amongst the 
spells on offer are fireball, 
heal, paralysis, strength, 
escape and death ray. There 
Is no guarantee that any 
particular spell will work. 



chlng for, there are magical 
swords, rings, potions, 
brooms, horns and crowns. 
The crown is especially 
useful as it helps you delect 
if an item is enchanted. 
There is the usual supply of 
gold around. Perhaps you 
will be able to persuade a 
monster to tell you what a 
treasure is — perhaps by 
bribing him and then ask- 
ing him to evaluate it for 
you. Of course, he may not 
know or he may just lie to 
you but then again, t 






3 might 
armful 



Taking the corridor im- 
mediately to the right of 
your starting position, you 
Just about reach the two 
doors when the world 
seems to open up In front of 
you. Yes, you have fallen 
down a jilt — one of many 

dungeon, ready to survive. 
In order to pass a pit, you 
must Jump it, This Is a skill 



Treasure is frequently 
hidden in chests and these 
may be trapped or locked so 
you will need to keep your 
thieving abilities up to 
scratch. Just because you 
are In a room, does not 
mean that you will 
automatically be able to see 
your treasure. It may be 
hung up on a wall or 



1 
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"magic numbers". These 
represent your skill In 
various attributes. The on- 
ly problem is, the program- 
mers have deoided not to 
tell you what they mean — 
you have to work them out 
for yourself. This you can 
do by finding and using 
various magical artefacts 
and seeing what effect it 
has on one of the numbers. 
For example, If you find a 
magic sword and one of the 
numbers changes, you 
might deoide that this 
number had some bearing 
on damage done on your 
magical ability. There are 
some clues In this article as 
to what these attributes are 
— usually skills that have 
to be learnt or that would 
change as you become more 
experienced. 





unpleasant. But slowly and 



battle or two and find the 
odd bit of treasure and sud- 
denly, you have this great 
urge to get to the next 
quadrant, the next level or 
the next bit of armour. 

Not that It's easy, but 
then being a hero never Is. 
And If your character 
should manage to achieve 
his quest, you can transfer 
him into the next scenario 
several more of which are 
promised by Christmas,- In- 
cluding a village where you 

trade them in for 
something more useful 
(who wants six magic 
swords after all?). There is 
also the promise of a net- 
working system whereby 
you ana a friend can hook 
up your Spectrums to each 
other and go down the 
dungeon either trying to 
help each other or as deadly 






> All this is possible 
! because of the MIDAS 
(Multi -Dimensional Anima- 
E tion System) kernel system 
developed by PSS. By keep- 
ing the house-keeping 
Y kernel of the program the 
U same, new sets of data can 
i be read In to give a totally 



f! sophisticated Dungeons 
„ ' and Dragons type game yet 
seen on a cassette based 
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MORE PROGRAMS THAN TERRY WOGAN 




There is more of everything at Software City. More help and guidance than the 
average High Street shop and more choice in programs, this is because we are 
specialists. We don’t sell newspapers or greetings cards and we are not chemists either. 
In fact, we will sell you all you need for your computer. We will even supply items 
mail order if you don’t live within easy reach of our stores. 

Some of our programs are imported straight 
from America even before anybody can 
review them in the magazines. So you 
can tell we know our stuff. 

If you want to get the most from your 
TV screen drop in to Software City. 

You’ll be glad you did. 




Distributed by WHS pistribu tors. Si Johns House, East Street, Leicester 
Tel (0553)531196 
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Computer Gamer (Endurance) Competition, No 1 Golden 
Square, London W1R 3AB. 

Name ' 

Address 



You could win a day at Donington 
Park and a disk camera courtesy of 
CRL in our easy to enter competition. 



To coincide with the launoh 
of their new bike racing 
game Endurance, CRL are 
giving you a chance to win 
a fantastic prize. 

The winner will receive a 
family invitation to Don- 
ington Park. This will allow 
children free entry to any 
of the major bike races held 
at Donington in 1986. To 
help you remember the day 
you would also receive a 
Halina 328 disc camera 
complete with batteries and 
a colour film. 

That’ a not all for there 
are runnerup prizes of five 
remote controlled “Speed 
Rider" bikes and 20 copies 
of the game. 

“"slf, which is 



simply try and make as 
many words as possible out 
of the word ENDURANCE. 

Each letter can only be 
must contain at least three 
letters. 



How to Enter 









AT ROCK BOTTOM PRICES 



TAKE UP TO FIVE 
TITLES FROM JUST 



PLUS ONE OF 



KELVIN HOUSE, TOTTERIDGE 
AVENUE, HIGH WYCOMBE, 
BUCKS HP13 6XG 
(0494) 450751 













Quake Minus One and 
Battlezone and you'll Im- 
agine Tau Cetl. 

Then try to fit It all Into a 
Spectrum with space^left 

notepad and you'll have a 
game heading straight for 
the top of the charts. 

The game Is set on the 
third planet in the Tau Ceti 
system (Tau Ceti 3) in the 
far future. You control a 



lies : 



las just been dropped 
e planet. Ahead of you 
n impossible mission. 



Twenty reactor pods lay 
in forty pieces spread 
throughout the^Reactor 

Your task Is to collect and 
reassemble them In the 
main reactor building in 
Centralis (Tau Ceti 3's 
capital) closing down the 
planets power sr" 



j. This 



the old 




Gal-corp 

Skimmer 



the screen Its instruments 
and controls. 

This display is spilt into 

command area and Instru- 

The Instruments inolude 
a radar screen and compass 
for navigation as well as 
two ADF's (automatic direc- 
tion finders) to direct you 
to the centre of the city or 
Beneath* &°oVe ITU 
dlcators to show present 
levels of missiles, anti 
missiles and flares on 
board the ship as well as 
displays showing the skim- 
mers current speed, height, 
fuel, laser power and shield 
strength. If this last one 
reaches zero the skimmer, 
with you onboard is 
destroyed and the game is 



Using definable single 
keys the skimmer can be 
flown across the planets 3D 
landscape and enemies can 
be fought with lasers and 
The screen to the left of 
the instruments panel 
shows the view of the 
planet in front of the skim- 
thls can be swapped to side 
or back views which is ex- 
tremely important in com- 
bat as lasers and missiles 
can be fired in any direc- 
tion. This means you can 
keep on your present 
course for a substation 



o'ffght off attac 



The landscape views are 
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tically Improve your 
chances of completing your 
mission as one mistake 
could not only cost you 
your one life but also hours 
of playing time. This Is par- 
ticularly Important when 
tackling some of the more . 

heavily guarded cities as Conclusions 
several attempts may be 
necessary until you find 
the right tactics. 

Combat Is an acquired 
skill which improves 
gradually with practise as 
.ccllmatlsed •" 



Tau Ceti Is without doubt a 
remarkable game. The com- 
plexity and content of the 
game appears too great ' ~ 

" -IfLE 



.... , 4 you. 

Usually you are badly out- 
numbered by defenders 
that not only fire lasers at 
you but also the odd 
missile. It’s important to 
use aU four views to track 
the enemy as attempting to 
turn the skimmer takes 
shield strength. Your 
missiles are heat seeking 
and available free from 
military supply stations so 
If your stocks are good you 



itiFeved 
hardware addon In sight. 



SC” 

It has 
grtred b 



months I 



__ obviously been in- 
by such classics as 

siuii yo b it remains original 
In its atmosphere and 
gameplay. I was particular- 
ly impressed by the atten- 
tion to detail such as the 
comets in the sky. the IB 
displays after image and 
even a bleep as the ships 
computer comes online. 








HAlL ORjFAME 



COMN 



COMMODORE 64/128 



SPY HUNTER 



UP *N' DOWN AZTEC CHALLENGE BLUE MAX 



TAPPER 



* Entered UK Charts 
21st February 1985 
Weeks in Charts -16 
•Superb Arcade 
Game' 

Zzap! 64 



" Entered UK Charts 
10th January 1985 
Weeks in Charts - 9 
'Great Sound and 
graphics, fast and 
addictive' 

Your Computer 



• Entered UK Charts 
2nd May 1985 
Weeks in Charts - 7 

'A curious, cute and 
highly addictive car 
game' 

Computer Trade Weekly 



• Entered UKCharts * Entered UK Charts 
5th April 1984 24th January 1985 

Weeks in Charts- 16 Weeks in Charts -10 

'It's gripping music and 'A great game - 
imaginative setting highly enjoyable' 

makes this seven Your Commodore 

screen thriller a cut 
above the rest' 

'Zzap! 64 



A CHARTBUSTING COMPILATION FOR COMMODORE THAT EXPLODES WITH ACTION 



U.S. Gold Limited, Unit 10. Parkway Industrial Centre, Heneage Street. 
Birmingham B7 4LY. Telephone: 021-359 8881 




Dletely FREE and only available 



Remember Its ■ 
Computer Gamer 



Gamer poster offer, Domark Ltd., 204 Worple Road, 
don SW20 8PN 

Please send me my free "Friday the 13th" poster. 



The Comfuier Game 



* CONTAINS MATERIAL Wl IICI 
! OF A NERVOUS DISPOSITION! 





EIE1F3E] 



U 



FANTASTIC 
? MIDISK 

This month’s fantastic free gift is a 
flexidisc of games from top 
programmers. Read on for full 
instructions of how to use it and 
details of a competition in which you 
could win a monitor for your micro. 



The astute amongst you 
will have noticed a seven 
inch disk of plastic on the 
front cover this month. The 
really curious will have 



If you haven’t noticed tl 
; yet, then have a look. 

Leaving the loading pro- 
cess aside for a moment, 
! what exactly do you get In 
; these games? Well, the 
Spectrum game Is called 
, Xebeo, and is totally 






The idea behind Climber 
is to climb around a grid 
collecting the diamonds 






similar to Galaxians with a 
few different features. The 



iidlng the spiders 
gaps in the grid, ex- 
ent graphics and 






ESI 

22 



programmer Graeme 
Devine — author of Spec- 
trum Pole Position, 
member of Program 

Xcel, and converter of 
Ballblazer for the Spectrum 
— fairly impressive creden- 

The first Commodore 
game is called Climber, 
written by regular con- 



e for serious Com- 



a mini game from Tony 
Crowther, author of Blag- 
ger and Son of Blagger. His 
latest is -a' ladders and 
ramps game called William 
Wobbler, inside that game 
by pressing a special key 
you can get into this sub- 



your computer you need a 
record player, a normal 
' , the flexidisk, and a 



it is best to go via the head- 
phone socket with a head- 
phone to 3mm Jack adaptor 
and then a normal 3mm *" 
3mm connector, like thi 
whloh Is supplied with tt 
Spectrum to connect it to 
tape deok.^Commodoi 

The °1y & __^.....^, 

recorder then you should 
use the left channel only. 
The disk is designed to be 
recorded at around + 3 Vu 
for the Spectrum and +5 
Vu for the C64 games at 
normal listening level, 
though your machine 
might require higher 
levels. If a recording will 
not work then try a higher 
level and try again. 

The record will play bet- 
ter if the flexidisk is put on 



tape recorder. If 






If connecting a tape 
recorder to a record player 
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want you to do Is Identify 
the three flags printed 
below. When you think 
you’ve got them all fill in 
the answers on the coupon 
and also write them on the 
baok of your envelope 
which you should address 
to Computer Gamer (Gold) 
competition, ASP Ltd., No. 
1 Golden Square, London 
W1R 3AB. 

Then as a tiebreaker we 
want you to think of an ac- 
tion that you think could be 
a silly Olympic event. For 
example anybody who has 



train would appreciate the 
skill of actually getting a 
seatl You may also like to 
add some comments detail- 
ing exactly what the judges 
would be looking for and 
how it could become 
gradually more difficult. 
™ r , e people on the 



iltogethe 



summer games (/ 






SUMMERGAMES 



25 copies of Winter Games, Summer 
Games and Summer Games 11 are up 
for grabs in our easy to enter 
competition. 



You’ve no doubt read all 
about the amazing Winter 
Games and Summer Games 
II in recent transmissions 
of Gamer but now’s your 
chance to win both of them 

K " is a copy of the original 
miner Games! We’ve got 
26 packs of these C64 
games to give away so 
you’ve got an great chance 
of winning. 

Just think that if you 
win you soon could be go- 
ing for gold in each of these 

Pole Vault 
Diving 

4 x 400m relay 
100 m 

Gymnastics 
FreeBtyle relay 
100m freestyle 
Skeet shooting 
Cycling 
Rowing 
Fencing 
Equestrian 
Kayaking 
Triple Jump 
High jump 



Computer Gamer (Gold) Competition. 1 Golden Squar 
London W1R 3AB. 

Flag 1 Flag 2 Flag 3 

My event would be 

Address 












e when it Zoff. 



sophisticated, its name: 
Enigmaforce. 

For those who missed 
the prequel to this game 
here is a resume of the 
story so far. Ambassador 
Kryxlx had been captured 
by the evil General 
Malthadius Zoff and held 
guarded spacecraft Zoff-!? 
Under the name of 
Enigmateam, a motley crew 
of villains were sent on a 
suicide mission 



gravity mine. The ship 
plummets through the at- 
mosphere of an unknown 

smouldering onto the sur- 



peared from the wreck of 
the ship and another race 
against time begins. This is 
the beginning of 



by the heroic figure 

cessful fn achieving the 
principal aims of mission 
Shadowfire. The new pro- 
blems started when five of 

were given the *task of 
escorting Zoff to face the 
that he had already set his 
great war machine into mo- 
tion. On the border between 
Zoff’s republic and the Em- 
pire. the Enlgmacraft is 



search for Gen 

Your teams consists of 
Zark Montor. Syylk. 
Sevrina Maris and a combat 
droid called Maul. 

Zark is still the tough 



through many 



^Sevrina Maris^ lack of 

markswoman and lock- 
smith. With the aid of a 
toolkit there are few doors 
in the universe which this 
mistress of mayhem cannot 
unlock. 

Maul Is the slowest 
mover in the team but be- 
ing a combat droid its 
strength is immense, giving 
the capability to be the 
most heavily armed 
member of the team and a 
formidable foe. 

After the crash occurs 
the computer issues one 
last message' before it fails. 

"... Planet Identified as 
team member Syylk’s 
homeworld. Our location Is 



is Syylk, an insectoid alien. 
High in stamina and heavi- 
ly armoured, his loyalty is 
beyond doubt because of 
his pathological hatred of 



troopers loyal to Zoff. Com- 
munication scan reveals 
republican destructer tugs 
are due off planet at in- 
determinate time. Their ar- 
rival will signal this 
planet'B elimination My 



Find it. 

3 General Zoff heading foi 
this spacecraft. Apprehend 

Emperor, 

4 Insecto 
will sign- 
destructor 



The screen display uses 
icon symbols which look 
similar to those used in 
Shadowfire but here the 

screen is horizontally 
bisected, the top half being 
a superb 3D animated ac 
tion screen while the bot- 
tom section is a laterally I 
scrolling command screen 
with the icons layed out in | 
sections. The two screens 
are separated by a row of I 
character selection icons. 

The command screen 

following areas? 6d th8 

Movement Icons: these 
are arrow symbols which 
point to all four compass | 
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loin Daley inthese iljJj JJ arcade events 
latest your skillaiul stamina 




'SPRING BOARD DIVING. 



PISTOL SHOOTING 



JUG O' WAR 



.CYCLING' 



VERIION 





* mm 

mmtim 



You could win 
Printer 

Tatung and Computer HOW to enter 
Gamer have teamed up to 

offer you the ohanoe to win All you have to do to e 
a printer worth over 4200. Is to solve the folio’ 
The model up for grabs puzzle, 
is a TP- 100 which not only 
can be used with their 
popular Einstein computer 
-> '“-i any computer 



a Tatung TP-100 Dot Matrix 
by solving our puzzle. 



but also w 



right mathematical 
signs are put into It. In 
both the right order and the 



trum, 064. BBC, Amefrai 
and Atari owners (to name 
but a few) could soon be 
printing out their program 
listings at 100 characters 





1985 has been an excellent 
year tor game players. 

It has seen the launoh of 
some superb games that 
will be played for years to 



You could win a fantastic prize by 
voting in our poll to find the Game of 
the Year. 



the post today, who knows 
you may be getting a late 
Christmas present from us! 

How to vote 

It's quite easy to vote In the 
1985 Gamer awards. All 
you have to do is fill in the 
voting form either by tick- 
ing one of our nominations 
or filling in a choice of your 
own in the spaces provided, 
pleted all t^e categories add 
your name and address and 

ing address. 

Computer Gamer 1986 



December 20th. So post ea 
(Christmas delays. 







am of the year mm 



iwfirt 



Exodus Ultima II 
Fourth Protocol 
Swords and Sorcery 



Doppleganger 



| | Hollywt 
I | Knight Lore 






□ 



Ballblazer 



□ 



Winter Games 



Best Arcade game 

Death Star 
Elite 

Gyroscope 



Best Platform O 

Monty on the Ri 



Marble Madness 
Paperboy 
Hang On 



Best Strategy Game 

Arohon Q Crusade in Europe Q Theatre Europ 



□ 



The Game of the Yeai 
The Best software b 



The best game for it 
Chank you for your vi 



m 



m 



m 



The Nominations 



Shadowfire/Beyond (064/ 
Spectrum! 

Beyond's blockbuster 
was the first adventure to 
use icons instead of text. 



Exodus Ultlme m/US Gold 
<C64/Atari disk) 

This superb game is 

adventure in the states. 



/Atari/BBC/ 

C64/MSX/8pectrum) 

Quite simply Level 9 at 



Way of the Exploding Fist ' 
Melbourne House (064/ 






Archon/Ariolasoft (064. 
Spectrum/Atari/Amstrad) 
Brings “ 



2 



Impossible Mission/US 
Gold (C64/Spectrum) 

The game of deadly 
robots and fiendish 



This adventure captured 
the tension of the Frederick 
Forsyth novel that inspired 



Sword and Sorcery/PSS 
<C64/Speotrum) 

Delayed for 18 months 






■wood/Ocean (064) 



Hitch Hikers Guide to the 
Galaxy/Infocom 
(064/ Atari disk) 



?e/Ultimate I 



(BBC/ Amstrad/Spectrum) 



lallblazer/ Activision (064/ 
ttari/Spectrum) 

A furious futuristic 
sports game that gets the 
idrenalin going. 



Death Star/Superior (BBC) 

A fast ar ' s 
for BBC owi 

i/Acornsoft/Firebird B 
/ .Qn»r*t.r , n m / RRO 1 



(064/Speotrum/BBC) 
Perhaps the game of 
decade. 



Winter Games/ US Gold 
(064) 

Brilliant game. Excellent 



Racing Destruction Set/ 



BBC/Amstrad) 
Addictive at 
you in a spin. 



Year 



in-Op 1 



Marble Madness/ Atari 
Paperboy/Atari 
Hang On/Sega 
Commando/Capeom 



.... chess board 
fe with fantastic 
ires and magic spells. 



your memory. Hoi 
you wish “ 
another gar 



Crusade in Europe/US Gold 
(C64/Atarl) 

The ultimate computer 
wargame? 



Theatre Europe/PSS (064) 
Conflict and controversy 
on a nuclear battlefield. 




Imac 






WO.l HIT ON THE CBM 64 & SPECTRUMm 
^ NOW RELEASED mn THI 



maglne Software is available from:(^).WHSMITH r ^l-!.I.IAI I.MUI wooumonru LASKYS, Rumbelows.G 
Spectrum Shops and all good dealers. 

magine Software ( 1984) Limited -6 Central Street. Manchester M2 5NS«Tel: 061 834 3939. Telex: 669977 




INTRODUCING A NEW MID-PRICE RANGEO 



HIGH PERFORMANCE PROGRAM! 






t 



5 GREAT TITLES 

All Disks £9. 95 each All Cassettes £7. 95 each 




ar. Deadlier. There are no rules. No strategies. 
Your only goal is to survive - or die trying! 
0 Over 100 increasingly difficult battles 0 Kamikaze Hunters 
0 Relentless Web Spinners 0 Robot Drones 
0 Spores who divide into mutant guards 0 Xterminators 



But bewars - the surface itself Is n 

pulsing energy fields that can aai 

B 4-Way Scrolling Map 0 Separate Caverns 0 Inertia Bombs 
0 Multi-Screens 0 Increasing levels of difficulty 



THE ARIOLASOFT MID-PRICE SERIES - GREAT PROGRAMS 



Available from all good software retailers - if it's not there, please order it - or in 
case of difficulty, send your crossed cheque/P.O. made out to Ariolasoft U.K. Ltd., 
including your own name and address, To Ariolasoft U.K. Ltd., 

Suite 105-106 Asphalte House, PalaceStreet, London SW1ESHS. 



SAUCER ATTACK 

Alien flying saucers are attacking 
Washington D.C. Your job is to 
destroy them by firing energy balls 
at them. Unlike most games 
however, the saucers score each 
time one of your fireballs misses. 

You must score enough points to get 
a chance of knocking out the 
mothership and save the city — 
happy fire-balling! 

COMMODORE 64 C Disk and Cassette. J 



MISTS 



Our popular hints section returns 
with help for players stuck in 
Doppleganger, Hacker and Death 
Star. 




C to show what we really 
lay the games before we 
write about them, quite a 
radical policy amongst 
computer magazines in the 



issr 



-iwiuini anu s ^ 
by only one of them. 

The game is based on a 
five by five grid, and It is 
best to map it out in a dia- 
mond shape, due to the 
perspective of the game, 
therefore by the lowest 
room and the recharge 
room will be in the centre of 
the 25 rooms (remember 
. The recharge 



likely to cause problems is 

ignore you when you are 
carrying the shield, so it is 
a good idea for the main 
character to be carrying 
this object when she is sit- 
ting in the recharage room 
in the early stages of the 
game, as here there is a 
danger of the spiders mov- 

^The mirror is used to 
though *the medusa looks 
more like a skeletal monk 
than the mythical gorgon. 

One room has what looks 
like a green key in it, this is 
not in fact a key but a dum- 
my key, there is one room 
that has a real green key in 
it, though as soon as you 
take it the room fills up 
with water and you drown. 
Dropping this false key 




Death Star 

Death Star from Superior- 
Software (and originally 



useful, but they d( 
you the whole story. In fa 
Death Star resembles a z i 






after ; 



only superficially. 



„ ouple of 

months you begin to realise 
that there is a bit more to it. 

The main antagonist in 
the game is the Deathstar 
itself. This gets built up by 



about, either you 
shoot them. The 
collected by you to make 
one starbomb per crystal 
collected, or by the workers 
- Deathstar 





their main interest is 
destroying you. They shoot 
streams of very small 
billets, that can be 
mistaken for crystals to 
begin with — but you soon 
learn to tell the difference! 

You have to watch the 
warriors very carefully as 
they have moveable turrets 
means that they canflre in 
a different direction to 
what they are going — very 



befor 
flooding. . 

another key th 

by a snake. You ci 
the objects in that room 
it is dark, dropping the os 



the deathstar will not 
tack you^, however as s 

until it is destroyed* 1 — 






eplenish 



i the only 

i hourglass Va?' 

uown with remarl 

rapidity. Also it is only 

B. 



the alter-ego 
raging, so if the hourglass 
gets a bit Tow you can Just 
switch back to the 
Character in the recharge 
... energy is 



left. 

The Deathstar, as 

built up ^by the workers, 
these are the red aliens. 
Other than this they are 
totally non-antagonistic. 
They build up the 
Deathstar by two methods, 
collecting crystals that you 
mine, and collecting 
crystals that the warriors 
mine. These 



mined by. the rock. 



back again. 
Next you 



the four rooms that ha 
locked doors. To do this y< 
must also get certain c 
lects to get past the nastl 




When you are collecting 
crystals there are certain 
techniques that^ should be 

ches rather than chasing 
around the screens trying 
to giok U P individual 
You will notice that your 
ship travels a bit faster 
than the planetoids, and 
when you bash into them 
you bounce off at a speed 
relative^ to your combined 
SP ^he°resuit?of this is that 

E i should make your vec- 
(speed and direction) 
the same as the planetoid's, 
and position yourself 
behind and slightly above 



gently 



starts to tail you (very 
unlikely) you are fairly safe 
from attack. 

The real point behind 
this maneouvre is that 
when you fire from this 
position, ALL the crystals 
that are released by the 
planetoid are instantly ab- 
sorbed by you before they 
are expelled into the 
worker ridden space. This 



T* 



oo 
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nd press 

-m, this is 

ile to guess at 

in't take more 

lan a few minutes to work 
ut, however, remember 
u -* the hydraulic 



and shouldn't 



means that on a good rock 

Say m n about P 15° seconds, 
leaving you free to rack up 
points by shooting the 



Deathstar etc. 

When you have loaded 
up with bombs and the 
Deathstar has started to 
get into Deathstar destroy- 
ing mode. You will notice 
that you only score hits 
when the Deathstar is on 






3 keep him 
screen. This poses one or 
two small problems as you 
go a lot faster than him and 
will soon lose him In a 
straight race. However, If 
you zig-zag at an ap- 
propriate rate you will be 
able to keep him in vour 
■sights'. The 



Is strategy Is 
lake contact 






r;s,i,s 



less crystals to collect 
the next screen — this 
especially Important on I 



number of the robot, a 
they are needed later on i 

Y^wmSibo need the mai 



Hacker 

Hacker from Activision 
reviewed this month, but 
the game comes with no In- 
structions saying that a 
real-life hacker would pre- 
cede by trial and error. As 



at which Is featured at 

the start of the game so It Is 
good to get It quickly , a sign 
on message at the start of 
the game Informs you that 
the password has been 
changed to the name of the 
location of the test site. The 
only way to find this Is to 
travel the tubes until you 
get a message telling you 
that It Is a restricted area 
and you have been discon- 
nected. It is this location 
that 1 b the main password. 



When you select the time 
zone. Ignore your present 

Joystick so .ffi* 
number of terminals re- 1 
main In the dark zone, this j 
Is so that when you get to [ 
the surface you don't have 
to turn on your Infra-red 
sight. Whether It Is light or 
dark does not affect the 
outcome of the game and 
turning on the IR vision 
Just takes up time that 
oould be valuable as there 
Is a time limit on the game. 

When bartering for In- j 
formation you must plan I 
the right route and pick up I 
the correct Items to barter I 
with. I shouldn't give to I 
much of the game away, 
but more than one spy will I 
acoept the same bribe — the I 
order you use Is very I 
specific. | 

I wish you luck, this I 
game takes a lot of mental I 
puzzling, but not a great I 
deal to do with hacking — If I 
you want to do that you I 
should stick to Prestel and I 
NASA like everybody else! I 
Remember send all hints I 



will slow down, and bi 
you can accellerate to 
operating speed again the 
Deathstar will get you. 

So the solution Is to 
make short zig-zagging 
passes across the Deathstar 
releasing half a dozen 
bombs on each pass, you 
should also avoid all con- 
tact with other objects. 

After the demise 
(hoperully!) of the 
Deathstar, you will go onto 
the ‘bonus' section. Most 
players don’t realise that it 
Is a bonus section, because 
it seems like a flight to the 
next screen, but you can 
score points on it. 

As you fly away you 
should face away from the 




> side 



direction of travel). This 
should wipe out a few 
nasties as you go and rack 
up some points. The excep- 
tion to this Is that If you get 
planetoid directly in front 
*f you then yc" “ " — 
burqf up a 



Its own right it is very good, 
I feel perfectly Justified In 
telling you how to play it! 

The initial start up 
screen is made to look like a 
terminal that you have to 
break Into, the truth is that 
there are only two options 
available to you. the first Is 
typing In the password 
( that becomes available 
later) or by dropping Into 
i main game — no skill at 



get into t 



. However typing It 



% 



36 



If you do want to go 
uirough the spiel you will 
come to the check on the 
robot that does all your dir- 
ty work (this Is remarkably 



similar — _ 
Haoker 2000 
released a year 



You have to 




THE GAME 
OF A LIFETIME 



. Coming soon : Amstrad and MSX. 



UPPER ST MARTIN S LANE LONDON WC2H 9DL 





. 



Ageing, losing his sight and panic stricken with overwork can Grumpy Gumphrey, the geriatric store 
detective, hold down his position in this department store fantasia. A kind assistant is needed tc 
round-up the thieves, cage the gorilla and tidy the warehouse. Would you fit the bill? 

AVAILABLE FROM ALL GOOD SOFTWARE STOCKISTS 

Gremlin Graphics Software Ltd.. Alpha House, 10 Carver Street, Sheffield SI 4FS. Tel: (0742) 7S34Z3 {u 




of graphic arcade 



COMMODORE 



BAnifof 




Hail & well met! 



i everything in this 
i — a special Christmas 
present to adventurers 
everywhere — what a tine 



hints for you to fei 
- hopefully they 
help stop you getting stuck 
In the latest adventure you 



can prepare reviews and ar- 
ticles much quicker and 
larger than before, I shall 
be pushing the-nice-one- 
who-shoulabe-obeyed (le 
the Editor) for some more 
space each month! 

Starting this month is 
the first part of a two part 
in-depth a-"-'- — * »•— 



father 



older 



adventuring — Fantasy 
Role Playing, hope you like 






Many years ago, or so 
'■“end has it, a man by the 
ne of Crowther was sat 
his porch, soaking up 
! radiant Californian 
sunshine, when he started 
watching his children play- 
on the front lawn. They 
e chasing each other 
around, and were preten- 
ding that they were 
Wizards, Goblins, Knights, 
and every other character 
that was common for 
children to fantasize about 
in the days before “Star 
Wars" and "Battlestar 
Galactlca". 

Every now and then, 
whichever child was being 
chased would turn around 
1 pose a problem, for in- 
'I run into the room and 
le the big door and lock 
nth the secret key.” 

rhe seoond child would 
ise for thought, then 



my n „ 

>r blows up!" 

“iC Crowther si 
“ mtoaskth 
•e doing, tl 



And off they would 
charge again. 

mu__ n ‘her stopped 

m what they 






-jmputerlsed version of 
adventure, called "Colossal 
Caves". The rest, as they 




Simon Martin Clarke 
starts the first in a two-part 
in-depth article on the 
daddy of computer 
adventures — The FRP 



game. 



What a Choice! 



dungeon masters job is not 
an easy one. The whole 
framework of a role playing 
game depends on the DM 
being able to cast an in- 
tricate web for the players 
to become entwined in. A 
dungeon master is a master 
craftsman, capable of weav- 
ing an enchanting fabric, 
light years beyond your im- 
agination. If you can find a 
game where the DM is very 
experienced, then you will 
soon be embedded in a game 
the like of which you nave 
never experienced before. 
Computer adventures don't 

thrills and excitement that 
await you when you play a 
really good FRP game. oyster 



their fantasies i 



The More the 
Merrier! 



The more people you can 
assemble for an FRP game 
the better. The minimum is 
really four, not Including 
the DM. It is possible to 
play with only two players 
plus the DM, but you oan- 
not reaDy get any great in- 
teraction when it is only 
A game can last days, 
even weeks, depending on 
how many players there 
are, and just how much 
depth the DM has placed in- 






books, comic book her 

or television series. To give 
you an example, you can 
now be "Judge Dread", 
"Dr Who", "Capta'- 
Klrk”, "James Bond 
"Winston Churchill”, oi 
hundred and one other 
famous figures, both fic- 
ticious ana real. 

There really is no limit to 
the type of game you can 
The galaxy really is your 
” Next month, we c 
elude this article wit) 
look into a few of the many 
FRP games on the market. 
We will also be taking a 
look at some of the many 

FRP players, and seel 
u ow they can be used 

nputer adven- 



help t: 



May I, on behalf of 
myself, Gordon, and 
everyone else involved in 
the writing and compiling 
of The Troll's Tavern, wish 

J ou all a very merry 
hristmas, and an adven- 
turous New Year. 

Have a great Christmas, 
Simon Martin Clarke 
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certain types of characters, 
against other characters. 
For instance, it would be 
virtually useless to try 
clouting a Warrior over the 
head with a wooden stlclt, 
as the thick headed moron 
probably wouldn’t even feel 
itl Whereas throwing a 
small rock at a frail old beg- 
gar may have a fatal effect. 

New Level 9 
adventure! 



« lSve?9 U a! 



n Paradise, should 
be available for most makes 
of machine. It is the final 
part In the trilogy started 
in Snowball, and then con- 
tinued in Return to Eden. 
Watch out for an indepth 
feature review of Worm in a 
future issue of The Troll's 
Tavern. 

1986 is going to be the 
year of adventure, so make 
sure that you are ready, 
and place a regular order 
for Computer Gamer today! 
The Tavern will be your 
guiding light through your 
sea of troubles. What else 
would you expect from Bri- 
tain's top adventure col- 



varylng types of qualities. 
These qualities would be 
weighted, in that if the type 



n found, then 
the storyline of the game 
would be laid down by i 
very special player, callec 
The Dungeon Master. The 



the game. He wou 

in charge of the introduc- 

other characters that he 
wishes to bring into the 
game, under his control, to 
help or hinder the 'real' 
player's characters. It may 
sound complicated, but 
essentially the DM can be 
thought of as the adventure 
program inside • your 
machine when you play a 
game. The DM controls the 

everything else in the game 
— he is. to all intents and 
purposes, God. 

It’s Clobbering 
Time! 



I 



1 




OUT NOW 
ONLY 80p 



In the Proteus 
challenge. 

It takes super hero 
skill to conquer the 
seething masses of 
the Anti-world. 

Can your Geo-Secul 
powers save the day 
or will 500 million 
Geo-humans perish' 
Find out in Proteus 
No. 3. 
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A whole new world awaits you and your 64. The work) of 
Prestel. Micronet. Viewfax. Homelink. Citiservice. etc This is the 
world of product reviews, mainframe games, home banking, 
business information, commodity futures, armchair shopping, real 
time conversation, electronic notice boards, helpful tips. ICPUG. 
news, Telex-Unk. Mailbox. Chatline, Gallery etc This is the world 
of lelesoftware, with programmes to download into your 64 and 
save to disk or tape. Many telesoftware programmes are provided 
free of charge or at nominal cost 

Dialog with over 600 massive databases on call and almost 
unlimited information on just about any subject is accessible from 
ycxjr 64. together with BT Gold. Easylink. One to One etc., with 
electronic mail, business services and telex facilities. 

You can link to Bulletin Boards in your area for local news, club 
news, letters, jokes, poems, helpful tips. etc. It’s a whole new 

Take the first step. Make a giant leap for your 64. Communicate 
with Modem House and you'll soon be talking to other "64 users, 
linking to other micros and swapping files, tips, programmes or just 
chatting. 

Modem House are the largest suppliers of Commodore 
communication equipment We also supply complete systems for the 
Pet 2000. 3000. 4000 and 8000 series. 






The most popular 64 micropack in use today, will link you to 
Prestel. Micronet 800, Viewfax 258. Homelink. Farmlink. Citiservice. 
etc From Modem House, the complete system is on offer at the 
incredible price of E99.95 inc VAT. p 8 p. 

Optional terminal software to link you to BT Gold. Easylink. 
One to One, Dialog and Bulletin Boards is available at £29 95 inc 
VAT, p 8 p. 

Complete Commodore 64 micropack 

special price £99.95 inc VAT p 8 p 

for a limited period only. 

Special, special offer, order your 64 micropack now and 
get a FREE quarter's subscription to Micronet 800 and Viewfax 258 
(Prestel Microcomputing). 



70Uw*ni«>*Sl.lxrtt. Oewitxa SAP lei IOJ92J2UJSS 1 
• C ammudcxe 64 XAcruparkfsl f 99 95ea 

Optmrur remnnai Software £29.95 
/Bit my Access IVC 





CBM 64. 
/128 / 



■ product brodl 



(enclose a stamp) 



Compulsive. Action packed. Step forward, modern d< 
you've tested yourself on the ultimate mission. 

Also Available AMSTRAD 
Coming Soon SPECTRUM 48K 
Available at all good software dealers. 



Alligata Software Ltd., 1 OrangeS 
Sheffield SI 4DW. Tel: (0742)75 
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AIR ■ COMBAT • EMULATOR 

Y CASCADE GAMES • iiKl/^Cl 

"■sag 



INC. FREE WATCH 
AND POSTAGE 



20 KEY MULIlf UNCTION 
CAICUIATOR WATCH \ 

ABSOLUTELY FREE!!! 

DDI^C £10.95 (CBM 16 and 
I l\IV_/L VIC 20 £9.95) 

Allow 28 days for delivery. 



□ &M DOl6 □ O VIC 20 (with 8K RAM 

i O PLUS 4 no'28 expansion) 

□ AMSTRAD 464 □AMSTRADfiiMnSPECTRUy^KSB 



ACE -EXPERIENCE IT NOW! 




“ROBOT MESSIAH" written by Christian Urquhart 
and Mike Smith 

Christian Urquhart is also the author of 'Hunchback' | 
& co-author of Daley Thompson's' Decathlon' 



AVAILABLE FROM LEADING SOFTWARE STOCKISTS 
OR DIRECT FROM: ALPHABATIM 2 WELIINGTONIA COURT VARNDFAN I 




Dungeon 

Dressing 

flnrHnn Hamlptt shows vnu how to 



Gordon Hamlett shows you how to 



amaze your friends in your own 
adventures. 



4 = 



there are considerable 
memory problems involved 
with this. 

There should always be a 

Save one just for the sake of 
filling in a few locations. 
For example, In the 
original colossal caves, the 
maze was where the pirate 




full of dead bodies, 
underneath a ruined ab- 
bey. Try to avoid "twisty 
little passages" — It Is a bit 
hackneyed these days. 

The time honoured way 
of getting out of a maze Is to 
drop it-™ -» — *• — — 



— Have more locations 
the number of ob- 



game in a mansion, it Is dif- 
ficult to see where you 
could logically fit one Into 
the scheme of things. 

” * — r deserted mines 

ier hand are ideal 

3s set in *<te8erts 
is just personal 




Zork) or a mlschievlous 
imp swap a few items 
- Cover the ground with a 
swirling mist so that the 

E layer cannot see what 
e has dropped. 



- Have a semi-solid 
ground such as a swamp 
or quicksand so that any 
objects dropped sink Im- 
mediately. 

ilemember though, that It 
is all too easy to make 
things Impossible fbr the 
player. There must always 
be something to help him 
through the maze. For ex- 
ample, If he wanders into 
the marshes unaided, then 
fair enough, he Is on his 
chance to find* a map or hire 

Mazes are not the only 
ways of getting people lost. 
You could have a room that 
teleports you, either t< 
predetermined " 



carry a certain number of 
objects. This number may 
be modified if for example 
you find a belt of giant 
strength as in Level 9's 
Dungeon Adventure. Whilst 
this works well In practioe 
you can get very annoyed 
when the program^won'Uet 

already full of book, a lamp 
a gem and box of matches 
but does allow ^ou^to take a 

are carrying a barrel^ a 
— >- -«• — iq an q an inflated 



new location. Or, as used In 



s eight i 
t whicl 



which way you are going. 
And finally, don't be afraid 
of using misleading 
signposts or notices or how 
about Identical twins, one 
of whom always tells the 
truth, and the other one 
always lying. 

Weighty matters 



How do you decide what 

S ur player can carry? 

ere are various methods 
available to you. The 
simplest Is to allow them to 
carry whatever they want. 
Unfortunately, this Is also 
the least realistic. The 
method most commonly us- 
ed in today’s adventures Is 
to allow the player to only 



les allow you to 
plank of wood whe 
if gold and a 

every item a weight or en- 
cumbrance rating and give 
the player a limit as to how 
many units he can carry eg 
1000. Thus a handkerchief 
units U whilst a^slx^ foot 
plank of wood may 
"weigh" six or seven hun- 
dred units. The value 
assigned to objects should 
take Into account their 
bulk as well as their 
weight. The dinghy might 
have a value of 200 normal- 
ly but 400 when Inflated as 
It is a lot harder to carry 
about even though it . 
weighs more or less the 
same. Only a small point 
you may say, but It all adds 
to the atmosphere of your 
storyline. 
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In this month’s mailbag we have help 
and hints for ailing adventurers. 



Firstly, I would like to 

written in to congratulate 
Computer Gamer on the 
creation of The Troll's 
Tavern — one person even 
suggested enlarging the 
section and getting rid of 
the other stuffl Now that 
T.T. is established, we need 
YOU the decerning reader 
to make the Tavern lust 
what it should be — Bri- 



revlews? Are they long 
enough? Are there enough 
screen shots? 8hould there 
be more? What about our 
page layout? Are the hints 
too helpful, or not helpful 
enough? Should we feature 
indepth articles about oer- 
1 adventure producing 
authors? 8hould the Tavern 
be larger, or have more col- 
)ur? We want to hear from 
you, eo invest a stamp to- 
day and tell us what y 



GAMER, No. 



Square, London W1R 3AB. 






.r Troll's Tavern, 

Its Karth Demonslayer, 
your friendly fighter and 
correspondent for Orcish 
relations. Sorry about the 
delay before writting but I 
was on holiday at the 
"Hobgoblin Society of Head 
Hackers” and have 
therefore been tled-up for a 
while. At last I have found 
time to put quill to parch- 
mentl (Oh good! I think — 
Ed) 

In this moderately sensible 
letter I am writting to say 
how Aoornsoft have excell- 
ed themselves in the BBC 
adventure market. They 
have recently released 









Dear Troll's Tavern, 

Could you please give me 
some help on Twin 
Kingdom Valley, by Bug- 
Byte. I have two problems 
here but I think that they 
are oonnected. Firstly, how 
do I get the Master Key 
from the room with the 
Dragon In It. Even when I 
wear the armour I'm still 
killed by the fire from the 
dragons mouth. Secondly, 
where Is the desert kings 
treasure and how do I get 



■ 



button and you're away". 
(3) Watering Is useless, but 
If you visit your friends a 
'iw times you will find it 
i) You should now be near 
re end and If your com- 
lon sense got moved you 
lay disoover your in- 
slligence has Increased (I 
uggest you consult the 



Heroes Of Karn 



3 plenty of c 



for help for 
(1) To get past the 
poisonous Spider, don’t try 
and kill It. Gently sooth is 
to sleep with sc *- 



i master key you will 
id to be carrying the long 
oden staff. Once you 
nave this simply say HIT 
DRAGON WITH STAFF — 
but you can only do this If 
you are not too weak. The 
desert king is a bit of a 
nomad (as most desert- 
dwellers are) and therefore 
wanders around a lot. You 
will have to wander back 
and forth around the desert 
until you bump into him. 
When you have found him, 
hit him with the strongest 
weapon you have — but 
again, you can't be too 



the 8ilver Cross, you n 
have it destroyed by on 
its natural flying eenen.ico 
— but remember that your 

take Ini 
(3Twhenc< 
unmoving Balrog, just 
remember the devastating 
effect playing your flute 
has on anything brittle . . . 

The Witches 
Cauldron 




Hampstead 



Hitch-Hikers 
Guide To The 
Galaxy 




Playing 

Zips 



Barry Southey of Enfield 
has written in with a series 
' ' nts for playing Ex- 
it finished but which 
n totally hooked. 



To find the hidden city 
of Dawn, talk to the 
jester In Lord British's 



le. NB you 
i to walk ! 



i found — king. 



can be found on level 

dungeon whilst the 
others can be obtained 
by searching the-lower 
levels of dungeons. 



into the whirlpool (I 
tried this and got killed 

may need a certain 
mark to succeed — 
GRH). 

Search the shrines 
beyond the whirlpools. 
The Time Lord is *' — 

bottom of the du 

He wifi give you 
vital Information 




If you want horses, 
they can be found in 
Dawn as can weapons 

combat bonuses, 



These weapons include 
+ 4 bows and axes and 
+ 2 plate armour. You 




itarforce 

Trooper 





MAIL ORDER: 8 High Street Horlev Surrey Horley (029341 6083 (0: 

Payment By: ACCESS/VISA /BARCLAYCARD CHEQUE 






THE COUNTDOWN HAS BEGUN 



DURELL 





DIRELL 



AMSTRAD 



DURELL 



sales dept., 

Castle Lodge, Castle Green,Taunton TA1 4AB 





WORLD CUP FOOTBALL 

A fabulous simulation of 
real soccer with complete 
multi-colour graphics — 
your aim is to become the 
holder of the most coveted 
trophy — 'The Wbrld Cup". 
Play against a friend or 
the computer. 



Another excellent sports 
simulation. You play as a 
home international team, 
battling for theTriple Crown 
or even the Grand Slam. 
The game includes all the 
features that you would 
expect from this superb 
simulation — including an 
international league table. 



INTERNATIONAL RUGBY 



WORLD CUP FOOTBAI 

AVAILABLE FOR: 
SPECTRUM n 

xb.9 

COMMODORE n 

£6.9 

AMSTRAD ~~ n 

464 Xf. 9 

AND WORLD CUP II 

COMMODORE Q 



SCORE— 
OR TRY? 






ADVENTURE 

R'E'V'I'E'M 



Lucifer's Realm 
C64 and disk 
US Gold 




Amongst the charac 
that I’ve met so far __ 
man who shot Abraham 
Lincoln) who shot me, 



itarfme 

Troom 









unplea 



i the word NIK uttered by 
i shadowy creature with 
I antlers means anything to 
I you then you are probably 
I too busy drawing your pen- 
I slon to be bothered to read 



that the computer's gone 
Into a huff does nothing for 
the HELP faoillty. You real- 



and being turned Into bath I 
salts by Nik the Knight I 
doesn't happen too often, f 
but beware of the explosive 
white rabbit. 

The Holy Grail Is a 
dealrab' - — ‘ *— * 



eallse 



befor 



quitting an 



ictually a computer tape! 



SBS6? 



d play conslder- 



Atmosphere 
Difficulty 
Value for money 



I Scargill), a TV programme 



S™ 



.. ...e of which told 

the tale of the Knights of 
King Arthur and the Holy 
Grail. • Now Mastertronic 
I bring you the computer 



language comprehension 
not as sophisticated as Ii 



blacksmith^ fc 
Grail' 



search of the Holy 
'ter overpowering an 

ely vicious CND nut 

whose skill at the art of 
pacifism knows no bounds. 
Skilfully avolc" - " ' 



iding Eugene 

.... id his VIC-20, 

you eventually arrive at 
Camelot. Wiser fools than I 



11 pokes 



I tryside a bit before ventur- 
I ing inside to face the perils 
I of the French guard and his 
I disgusting nasal excretions 
"mown as the green death). 
"~'y Hand Grenade 



e deadly 



.. at 

elsewhere plus 

clutches of the 

J three headed knight and 

■ the aforementioned knight 

■ who says Nik. 

Having a mental age of 
a serious drawback 



e fact 




. This means that 






writing their own game 
. usuaU y limited 



but this . . 

to a BASIC . — 

which eats up memory and 
limits the.complexlty of the 



variables which may be us 
ed in conjunction with I 

The manual which ac- I 
companies the program is ■ 
clear, concise and amusing, b 
Not only does it describe the ■ 
sr gives a simple worked I 
example to get the beginner I 
started. This example ■ 
starh^from the verjr bi 

showdng^how 1 to V8 b 
down the structure lr 
form which can be acoom- I 
modated by the GACl 

leading up to ' “ “ ' 

translated lntc 

The heart of 



syBtem used by profes- 
■ 2 SS £” employ- 



ing a specific ianguage 
tailored to the needs of 



Incentive _ 

Graphic Adventure Creator 
(GAC) was written by Sean 

Ellis, a . 

dergi 



slty. The creator uses i 



allows the entry 
tual components such 
nouns, verbs and 'advert. , 
room descriptions; objecls 
and related messages. 

up^'bles^Si^gameca'n 0 be 
structured using the very 
user-friendly language. For 
example, a line such as "IF 
(VERB 8) MESS 6 LIST 
WITH END" would result 
In the use of verb numbers 



(wl 



ir 














ing MESSage 6 (You are car- 
rying: ) to be printed follow- 
ed by a LIST of all the ob- 
jects you have WITH you. 
END merely tells the com- 
puter that this action is 



!*B5. 

complex, one such as: "Uet 
the gold, examine It 
carefully, put it into the 
'*■"* — d look it then go 
3o it is not limited 
two word verb- 
noun, responses and words 
are fully checked so that 

l similar words like 
, ‘rate’ and 'rateable 1 . 

_ o far I've not mentioned 
the graphics facilities. A 
window is provided which 
in display static graphic 
®nes. The screen designer 
within the GAC allows suf- 
ficient freedom for any im- 
age to be constructed from 
Btraight lines, elipses, 
boxes or dots. Screens oan 
be edited or even merged to 
speed up the design of 
touch is the ability to 
choose shading in two col- 
ours thus extending the 
range of available colours 

During development the 

r e can be saved as a file 
later use but, on com- 
pletion, the game can be 
saved as a normally loading 
program^ which could be 

payments to the Creator's 
Creator. ^There's^a real In- 

e only stipulation 

credit where credit Is due to 
the system upon which 
your game was developed. 

The quality of the games 
produced on this system 
should easily compare 
with, and probably exceed, 
the Hobbit, it all depends 
on your planning abilities. 

Genesis Is a very 
sophisticated ^ adventure 



Camel Micros 
program offers great hex 



ibility and consequently 
the user-friendliness of the 
system suffers slightly. 

easy to follow and only 
gives the bare minimum of 
Instruction on program 
creation and very few hints 
and tips on program 
design. An alphabetical in- 
dex of available keywords 
would also have been 
useful because of the range 
and almost mnemonic 
nature of the commands. 
This would probably mean 
a thicker manual and a 
higher overall price for a 
generator of this quality 
and complexity it would 
still mean value for money. 

An example program 
line would look like this: 
COPY l;OBST(CARRY,OBl> 
.CALL 39 :FINISH:; 
Meaning that a carryable 
object has been picked up 
and would be displayed on 
the amended imventory list 
by calling subroutine 39. 
FINISH denotes the end of 
the instruction. 

The example adventure 
which comes with the 
package helps to show how 
a program is constructed, 
and a range of possibilities 
using graphics and text 
windows. Sound effects and 
musio are also within the 
realms of this generator's 
range giving the finished 
program a very profes- 
sional^appearance. 



have a text s 



The finished adventure 
is loaded using a program 
called Cloner which is 
followed by two files. There 
is no Indication In the 
documentation whether 
programs created on this 
windows displaying icons 
for carried objects or for 






lying about 

system are free from 
copyright or if royalties 
would have to be payed.The 
fact that the files can be 
picked up by the master 

E rogram generator, 
ypasslng Cloner, indicated 
that the finished product 
would be unprotected 
against unsorupulr - 

cheats and pirates. 1. 

could dissuade some from 
wishing to lay bare their 



. These would cover 
tt things as picking up 



objects, examining them, 
asking for help, giving an 
inventory, dropping objects 



but differ in their met 

of approach. One gives you 
the building blook and the 
other allows you to hew 
your own out of the raw 
materials. The final deci- 
sion of which to buy as 
always lies with the cor 
sumer. For my money Ir 
centive’s program is ide< 
for those learning the rope 
of adventure design but i 
limited by its lack of visus 
impact, ^ though^ It's n 

adventures which ar 
around at the momenl 
Genesis is for the more ex 
perienced programmer wh 
revels in complexity an 
minutiae. Whichever i 
your final choice you won' 
be disappointed. 









Marforce 



i 





into the Sierra On-line I 
vaults in America. Follow- ■ 
lng hard on the heels of I 
Ulysses and the Golden I 
Fleece comes Mission: I 
Asteroid, a space adven- I 
The game is quite old I 
and the copyright date of 
1983 must surely be for the 
64 version. Whatever the 
case may be, It's getting a 
bit long in the tooth now 
*"'* it might hold some in- 
' for beginners v- K " 



Title: The Snow Queen 

Computer: Spectrum 

Supplier: St Brides School for Girls 

Price: S7.9S 



The young ladies of St 
Brides' School for Girls are 
at it again. Their first at- 
tempt at producing a^ Quill- 
toe STCret^^St^Brfde^TM 



as 

e character Gi 

ad allows yc 

■advise’ her. This is quite 
an original touch, since it 
allows Gerda herself to re- 
tain a oertain amount of in- 
dependence, and she is 
quite capable of pjin^her 

your orders if she doesn't 
like them (try as I might, I 
couldn't get hereto ' 



not only have to work oul 
how to solve the problems 
that Gerda faces, but also to 
try and understand how 
Gerda thinks — you have to 
stay 'in character’ in other 

As with their first game, 
the St Brides pupils score 
highly for imagination, 
have have still left a few 
rough edges on the ir 
plementation of their idea 
fee c - - ' * 






e Quill's vt 
inbuilt ‘Q’ 






abulary h 



} have 



disabled for 
this game, and there's 
■help v facility which 
something that I personally 
always consider f - ‘~ 
tating oversight 



game. If the . _ 

doesn't offer you any h 
it should still recognise 



. This 



i the 



unhelpful ‘You're doing OK 
on your ow- ' * “ 

being told 

puter doesn't understand 
the word 'Help'. 

Despite this though. The 
Snow Queen is an improve- 
ment on their first effort. 
It's ' not yet completely 
finished, as the graphics 
have still to be added using 
Gilsoft's Illustrator (and 
lew utility, T1 





Unfortunately this 

that just about every 

command causes the drive 
to whirr into its customary 
slow action. This system 
may have have been pretty 
neat in the days of Apple 
computers but, with Com- 
modore still striving to pro- 
duce a drive for the seven- 
ties, it slows the game down 
quite a lot. 

The storyline tells how 
earth is under threat from 
an asteroid screaming 
down from space. As a 
cadet you are given th< 
of stopping it. As ai 
there is a problem o: 

~'J£gn££?. 

fioult task as long as y 
.ve time before tl 
— terold strikes. Then yi. _ 
must Q get^a. briefing from 

e mission holds in i 
From this point 01 
« on your own and 
lnd everything that will 
ke your mission a suo- 
s. This includes physical 
training in the gym. Now 
what do Americans call 
hose treadmill exercises? 

Once you have ” ‘ 

verything you tl 
teed you can g 
rather antiquated-looking 
spacecraft only to find that 
5 that opens the door. 
Guiding your ship to the 
■ lid is not so difficult if L 
have discovered the 
back on earth but 
- " asteroid in the 



asteroid is 



opplng the a 
me given i 






\:.S 



imports being tailored B 





.THE 



ADVENTURE 
IN ..." 



SPECTRUM 48K 
AMSTRAD 464 



£ 7.95 



& 

GARGOYLE 
SPECIAL EDITION 




| I Although at first nebulae look 
15 ;-l bright and interesting they ai 
1 1 fact cor-‘ ‘- J — - T '” 



game hero but one called 
Glbert Gumphrey stars in 
Gremlins latest Spectrum 
game. 

Arriving hot on the heels 
of Monty Mole 
help Gil'. . . ' . 

This isn’t going to be easy 



ihops departments 
are illustrated by somr 
soreens each in full 3D 
our which only suffers 
slightly from the d 



Planet ratings 

Planet ratings are mai 
out of five for specific ar 
of a game. These inch 
Originality, graphics, ' 
of machine and value .... 

"^Originality — How 
original is the game? Is it a 
completely new idea or is it 
the 83rd version of Pac- 



Game symbols. 

These symbols indicate 
! whioh category the game 
I belongs in. Tt. is however 
i possible for 






Use of machine — d 
the game push 
machines hardware to 

three lines of Basic. 



Simulatior 



Hr?? 



• Gilbert keep his job. 

• - ’ ig to be ea— 
s during a typical day : 
..rust shoot the ducks on 
the ground floor, roundup 
a lost baby, catch a gorilla 
and make the bosses tea. 

These tasks along with 
others are given to you by 
customers or the manager 
himself. Complete them in a 
time limit and you'll have a 
fat bonus but if you don’t, 
it's up to the managers of- 
fice for a warning. Four of 
these and you join the 3 
million plus on the dole. 

*e and collect aU 



little time to himself to 



the objects ... .. 

complete the tasks. The lift 
is a good place to store them 
as they'll be easily accessi- 
ble whichever floor you're 
on. Unless of course the lift 
breaks down. 

' for all 



Spectrum _ _ 
Hidden amongst t 
screen background you w 
find the objects needed 
solve the tasks which mi 
be collected and used at t._ 
right time. These include i 
lollipop, tea cup, gun. h 
mer, cage, toolbox 
firebucket and only a 1 
deductive work is requ 
for each "S. ss 



three objects you can ( 

planning is needed if 
are to last the day. 

Supersleuth is 
original fun game v 
Spectrum owners si 



PLANET RATINGS 






deteo 
skateboard a 



me! 4his 



Use of machine 



noney ••••• 



lnd STAR RATING 



a 
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VIEWS 



first saw Impossi- 
Ion it was running 

on a C64. and I 

assumed that it was one of 



he Spectrum and very nice 
> is too (honestly. It's 
amazing what they can 
oram into a Speccy these 

X™ ,» or «»o 
features that didn't quite 
make the cross-over from 
the 64. the most obvious be- 
ing the excellent speech 
synthesis — the mad doc- 
tor's fiendish 'Destroy him 
my robots', and your own 
long, lingering shriek as 



Setting past the robots is 
adlshly difficult, and 
n when you manage It, 
' chances are that one 
1 turn around and come 
ikatyouorjust casually 
ip you from behind 
Ithout even bothering to 
around. Even so. the 



E3 t A 



n the lower section of 
•een Is a map that 
is your progress 
h the rooms. Press- 
3 while stationary 



with a fairly tricky puzzle 
sequence. This gives a nice 
balance to the game, and 
the change of pace prevents 
the arcade action from get- 
ting repetitive, as you will 
have to return to this stage 

The graphics throughout 
are very good, and all the 
features In the rooms are 
large and well detailed. 



from level to level, which li 
smoothly animated anc 
quite realistic. Considerlnj 
how simple much of th< 
game Is (in principle, if nol 
practice) Impossible Mis- 
sion Is surprisingly addlc- 

to have gone Into the design 
of the graphics and the 
gameplay itself. 

Admittedly the Spectrum 

finer touches of th 



splnnirq 



ig gyrosoope ai 






with either the keyl 
Joystick in any m iuur 
directions. Combining two 
keys will send you spinn- 
ing diagonally. Unfor- 

mainly diagonal making It 
an almost Impossible game 

?nieed you will find that 
I your scores In your early 
j games are decidely low. 
This Is because you don't 
actually get any points at 
I all until you complete a 
screen. After four screens 
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There are an Incredible 
number of ways of losing 
one of your five gyroscopes 
ranging from falling off a 
ledge, crashing Into a wall 



When this happens it slows 
down losing Its momentum 
and falls down^to explode 

Finishing a course with 
a score over a thousand 
should be considered an 
achievement but there's no 
time for celebrations as 
you're straight on with the 




rtunately the 
of a course don't 
to each other ln- 
i have to charge off 
of one without 



knowing what you are go- 
ing to face next. This often 
results in an undignified 



plummet and the need for 
"just one more game". 

Having said that the 
games 3D graphics are ex- 
cellent and should you get a 
high score your triumph Is 
accompanied by a respec- 
ts hie tune from a Spectrum 
,t usually specialises In 






oon the Spectrum ver- 
will be Joined by 
gyroscopes for BBC, 
Amstrad and C64s but for 



PLANET EATINOS 



Originality 
Graphics 
Use of machine 
Value for money 
STAR RATING 
Nova 








QiSQ ? 






S people. Here wi 

jnlllant simulatlor 

of 30 days during th< 
height of tr - ~ 

England's s 

The game puts you In 
command of IT squadrons 
of the few. spread over 19 
airfields of 11 and 12 
group. 

The game consists of an 
option screen that allows 
you to select the various 
training modes, options 

of that later), and whether 
you are using a green 
screen or a colour monitor. 

Entering the campaign 
game (the full 30 days In- 
stead of the one day of 
training phases) gives you 



greeted 

Souths: 



i them England i 



Pressing 'R' lets you see 
what Is being covered by 
making that area of 
coastline glow. 

The main user Input is 
via the joystick, which 
moves a cursor (called a 
'command box') around the 
screen, this gives informa- 
tion on whether a par- 
ticular installation is active 
or not. and any status 
changes. Move the box onto 
the appropriate area and 
the Info/status area of the 
screen shows the necessary 



guys 



inforrr 

The 
represen 

large Ge -— 

depicting the rough si 

the formation. Accurate 
figures of the group (and 
the fighter/bomber ratio) 
can be found from the com- 
mand box. 

To stop these enemies of 
the free world you must 
scramble your Spitfires and 
Hurrlcans and try to wipe 
them out. 

Selecting an airfield w 



the c 



r will show y 



... .o attack, and 

the airfields (also liable to 
attack). 

Radar coverage is vital, 
as wlthoutityou cannot see 
the enemy until they get far 



radar station r 
tlcular section 



r. Selecting 
adron will 



a 'ready' squadro 
allow it to scramble — only 
one squadron can scramble 
at a time though, or the 
runway might get a bit 

When a squadron is air- 
" is represented by a 
. roundel. 



good old British r 



an action sequence, where 



by giving them a destina- 
tion and letting them fly 
there, any bad guys on the 
way get attacked. This is 






•e the fun starts. 






selected, you g< 
cade sequence where you 
are behind the guns of a 
Spitfire on the tall of a Ger- 
man formation. Flying 
towards the lower part of 
the formation lets you at 
the bombers, and the 
higher end is the fighters 
As you fly into the group of 
planes they scatter, leaving 
you on the tall of one of 
them. It will then start 
avoiding action, and you 
should try and follow It to 
blast it from existence. 
However It will not attempt 
to shoot back at you which 
is a bit of a disappointment 
This section directly affects 
that squadrons perfor- 
mance, so don't select this 
option unless you are fairly 
good. 



been anything useful. 



a aohieve 



1 of the day you 

get 40 new planes and 
pilots to allocate as you 
wish to squadrons that 
may be under strength. 

Overall one of the most 
able wargames that I 
- played, simple — 



playabli 






extremely 

.jllenging. The gameplay 
very well thought out 
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Title: 

Computer 

Supplier: 

Price: 


Amstrad / Enterprise 

US Gold 

£6.95 


B H 


ffff & 



craftsmen i 

a beetle, the Scarabaeus 
was burled with a Pharaoh 
in a labyrinthine pyr, 



ne pyramid 



e pyramid 
arabaeus b 



srw 



built on 
three levels and each is 
guarded. The first level con- 
tains the ghosts who are 
e guardians of the 
iroglyph symbols which 
■m the key to the solution 
' ' 'ly wandering 

ip the ghosts and 

r helroglyphs. The 

ghosts are harmless but 
awlft moving and a map is 
ivailable to trace their 
novements. Recovery of all 
line symbols enables you 
•o distinguish between 
poisonous or medicinal po- 
■•ms and good or bad lorn 
entraps down on level two. 
/els means using the an- 
mt lift which Is cranked 



and unusual. 



of 



wall. Passing 
>8e alcoves 
the spider who will 



ly they travel at a slower 
pace than yourself enabling 
you to lead them deep into 
the maze where they will 
wander forever while you 
continue searching the 
alcoves for the medicinal 
potions and Zombie traps. 



eighth bottle will 
automatically kill all of the 
spiders on level two allow- 
ing you to escape to the lift 
unmolested. 

Level three contains the 
Pharaoh's Tomb which can 
only be entered by colleo 
ting more potions which 

level is guarded by Zom- 
bies, hence the need for the 
traps. 

The puzzle is solved by 
sliding the pieoes around 
four columns so that thev 
match the fixed end col- 
umns. revealed by finding 

the medicines You are only 



re of puzzles and 
s depicted in at- 
uouuve graphics. Spice is 
added by the guardian 
imposed. Unlike all other 
maze ^ games I have^ en- 



around as if turning your 
head, rather than Jumping 
from one view to another. 

An excellent challenge 
for labyrinth enthusiasts. 

ED 
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E3 #5 & 

It is the final match of the 
season. England against 
France at Twickers and I 
am losing 38-35. Time Is 
ticking away and just one 
more try will bring me the 
championship (the Triple 



oau aeep in my own nan, 
side stepped a couple of 
Froggies and went tearing 
down the touchline. 
Nothing would stop me 



r the fire bi 

kick. Two linesmen show 

" 1. 



I could usually 
it my kiok over the bar 
1th no trouble, unless It 
as a vital shot In which 
,se the wind changed as I 
icked and the ball ended 
p somewhere near the oor- 
3T flag! Artie please take 
ote though. A conversion 
ily scores two points not 
iw ae in the program. 

problem with 



Also, the computer deoldes 
which player should be 
under your control and 
quite often, it Is not the one 
that you want and ^you have 

helplessly as your op- 
ponents run In to score. 
Having said that, I was 
Jumping up and down and 
shouting all the time that I 
time fpiay'lcotland! I'wfll 
try, try and try again. 
Definitely one to consider If 
you enjoy sports simula- 
tions. GH 
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Commodore 64 
Llamasoft / Ariolasoft 



feature you get a dose of 
I Psychedelia, so you can 
Lte soothing moving pal- 
18 to match your mood 



B i i 



hump with Its predeci 



is camels before th 



and calm your* 
nerves during a hectic play- 

e games are linked by 



y Llamasoft fan 



peared and yes. ungulates 
feature^ strongly. In the 



cover for Dark Side of the 
Moon Inspired the next 



e garnes are lin 
around the^s*-' p " * 



it a to t tack l le 



Even Minler describes It as 



from the range available. 
This means you can spend 
anything from five minutes 
in »n houi’ trying to iw h 
objective. Subgam 



days? 
What h. 



.rails and the 3D perspec- 
,ive is impressive. 

Clppy on the Rur •" 



ban be tackled 
allotted 



i games w 
veloped fi 



rst 'subgame’ Is 
O-Bomblets whose 



half-man. half-goat 

Minter has been working 
on for several years now. 
Resembling Sheep In Space, 
the horned hero battles 
against grey spherical ob 
Jeots. Blasting his ' 



generation Killdrold from 
Mama Llama than the pill- 
popping member of the IRA 
^ou might be expecting 

up with the droid floating 

. gg be i n g beset by six 

aliem The game is fast and 
1 by the Newton ef 



guid 






! boni 



h appear aftei 



s propelled 
and opposite 



pleted. 

The final game is Syn- 
chro II which first ap 
fisting but has since been 

display shows textured 
squares which can be ac- 
tivated by the joystick to 
move their patterned sur 
faces at varying speeds. 
Balls appear whioh mov 




US Gold claim that this 
game was the first for the 
Commodore 64 to get to the 
top of the charts. This is a 
bit debateable as at the time 
ere were a number of 
mpeting and wildly lnac- 
rate charts, but Beach 
certainly very 



“5K“! 



popular and did get 

top of the first definitive 
(CSR/Gallup) chart. 

The Enterprise 



a random fashion 



. — fire. If you don't 

follow what I'm saying 
'll have to play the game 



to understand. 
’ game 2 : 
(should 



each balls speed and d: 
tlon by the speed and d: 
lion of the pattern on i 






. . .. original 
which broadly speaking is 
five subgames rolled into 



jazzed (shoul 
jazzedl up version of Attack 
of the Mutant Camels for 



re to'send^d 

task force through I 



(rise 







have to fend off attacking 
bombers with your anti- 
aircraft guns. You must 
then shell the attacking 
ships before they get you. 

When this naval force 
has been despatched you 
get to land your forces on 
the beach, however gou are 

tain number of tanks on 
the beach — however you 
do get a bonus for eachtank 
you could have landed. 

After that you have to 
traverse a battlefield with 



get b 



3 fortress, then 






tually you can knock out 
the fortress and are 
rewarded with a white flag 
and a firework display! 

The Enterprise version 
of this game is as good as 
any of the others and it is 
full marks to the oon- 
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0 











. sizeable percentage of 
,BC and Electron owners 
lust possess a copy of Rep- 
in Ail nf them must have 

... t. Repton 

- Jolly good game. 

Repton 2 is something 
else — brilliant. The sequel 

and features of Repton with 



pieces of a puzzle that make 
up the finishing screen 
•Repton 2 is Ended', the 
first 100 people to 
photograph this get a 
T-shirt saying 'I've com- 
pleted Repton 2' and all the 
finishers will get entered 
into a draw for a £200 
prize, the closing date is 
March 31st. 

However, to get at these 
puzzle pieces you have to 
— *"e giant 



fluffy balls that follow the 
walls. They are also very 
difficult to see. their col- 
ours being complimentary 
to the background of the 



ro small changes, 
e diamonds are in 
.d seoondly, the 

S can only be opened by 
ng a spirit into it, a 
very dangerous occupation 
involving you digging tun- 
nels in just the right place. 

A number of skulls are 
littered about, mainly guar- 



e skull, all the 

earth another, and so on 
for all five, each one being 
removed for completing 
some (impossible lookingl) 
task. 

The last (really big) 
change is transporters. 
There are 64 transporters 
that allow you to travel bet- 
ween screens, there being 
no orderly progression bet- 

original game. These are 
great fun and really set 
your head spinnin^as one 

necessarily get you back to 
where you originally set 
out from — all very confus- 
ing, but straightforward in 
a warped sort^of way. ^ 

transporters may only be 
used once — so careful 
planning. and map making 

In addition to all this 
there is a surface to the 
planet complete with a 
meteor shower to dodge. 
And the ever-present 
boulders that attempt to 

° rU Defirdtely a & great im- 
provement over the usual 
Rock game. Well worth 
buying — even for existing 

something that 'can rarely 
be said for sequels. 
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The thrills and pace of 
world class basketball are 
brought to the Spectrum 
en by the new improv 



under Ocean cc 






come out for the first 
in the World series 
, u against the deadly 
Spectrum team. You choose 
you control keys carefully 
as any slip could be costly 
The Spectrum scores 
straight from the jump off 

26-0 down s a r you re 
This is usual as when the 
game is loaded it is auto- 
matically set to Its highest 



ie with the option of us- 
ing 1 or even 2 joysticks. 

If you still get beaten by 
man opponents then you 
ould opt for practise 



men at any one time but 
this ohanges as you pass or 
intercept the ball. This one 
shaded In whereas the 
others look hollow on a 
single colour background. 
The main problem facing 
beginners is distinguishing 



particularly 



bunched toge 
' ‘ i this c 



After 

bother me as 

patented "If I 

must be mine" theory 
which only went badly 



TH 
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Title: Tomahawk 

Computer: Spectrum 

Supplier: Digital Integration 

Price: £7.98 



HIH && 



Fly a 14 million pound 
helicopter for only £7.95 is 
the slogan that introduces 
the Digital's follow up to 
the excellent Fighter Pilot. 

The helicopter In ques- 



1985 




onAHPUK 



a i§3 if ^ 



Nonterraqueous II, this 
16 x 16 room ladders and 
ramps game. 

You play a little robot 
whose soul Is In torment 



of a man. This is to destroy 
the evil computer that has 
taken over their lives and 
has gone crazy, and is 
about to self destruot to 
take the planet with it. 

The robot's will only 
allow it to find peace if It 
dies. And the programmers 
of the robot have only 
allowed it to die when it 
reaches the computer’s 



This is 
games I h 
the idea oi 



e of the first 



able graphics that are quite 
colourful, and it is as good 
as any other ladders and 
ramps game. And at two 
quid it can't be all that 
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Originality 

Use of machine 
Value for money 



0 




(Including one using Z 
joysticks! the game re- 
mains a flight simulator 
flying over a vector drawn 
3D landscape. 

” rou’re a connoisseur 
U simulators then no 



,BS 

loubtyou'l 











[ui3 1 ^ 

Big Ben Strikes Again is in 
fact two programs in one. 
The first is a 20 screen plat- 
form game in which scoop 
reporter, Ben of the 
Chronical, must get his 
story and the second is a 
screen editor to design your 



policemanl but I'm sure 
this is only a “coir 
cldence”. Another "coin 
oidence" is the lfct of gifts 

70 
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lng at first. Left and right 
make you leap tr f" *~ 

propriate platform 

the Joystick back puts you 
into a defensive mode to 
block your opponent’s 
disos and pushing it for- 
ward launches one of your 
own disos. Where your disc 

goes depends on where 

aim it. There is a curso 
the back wall which ca.. - . 
controlled by pressing fire 
all the time and expecting 
' “ " 'suppose it 



I suppose it 
.ilaylng all 

the fire button actually 
fires something. 

Killing your opponen 
takes you on to the nex 
level which is that little bi 

moves faster and throw 
more accurately and the 
discs start to follow you as 
you move. Unlike 
enemy^ though, you 

This is an average game 
with some nice large 
graphics but it doesn't offer 
anything startlingly 
original and lacks lasting 
appeal. OH 

PLANET RATINGS 
Originality •• 

Graphics ••• 

Use of machine •• 

Value for money 

STAR RATING 



SUSS 



of Ancient 

Egyptian goodies are pro- 
mised in the sleeve notes in 
the later stages of Imhoteps 
quest to unlock the secret 
of the Nile and free the land 
from the grips of famine 
and drought. Unless your 
brain is In your wrist it 
e mysteries 

a challenge this game 
may be for you. I only hope 
the rest o the game is worth 
the effort. 

PLANET RATINGS 



•e is nothing more an- 
. ing in the world than 
reading a game review 
where the reviewer bleats 
' it not being able to get 
the first screen. This Is 
Just such a review. 

'Utimate are continuing 
irds the undisputed 
enigmatic software house 
‘“’e by producing a game 
.. _;h an opening level of dif- 
ficulty that is initially 
challenging but ultimately 
hard enough to suck your 
fist through the screen In 
frustration. 

Perhaps Ultimate are 
producing a new range of 
games where you start with 
■- impossible task and 



_.ie level as being virtually 
unplayable. 

So what is difficult? All 










SS3 



dr o p pedtothe wes 



Should you manage t 
get through the wall anu 
complete the game (I'm not 

the game pack) you can 
always try the mission at a 
higher level. 

An excellent arcade 
game that will challenge 
the best. TH 

PLANET EATINGS 



GuJ @3 ? A 



game gives you a front 
panel similar to that en- 
countered when accessing a 
big computer like In a 
University or big business. 
The much hyped 'Logon 
Please' message appears. If 

S i type in anything It will 
you to type In for help, 
a couple of helps and you 
will drop Into the main 
aomputer whether you like 
It or not — really realistic 
hacking! 

After more of this 
pseudo hacking drivel, you 

which'surprislngly is very 
good and very addictive! 

The object of the game is 
to collect up various pieces 
of a shredded dooument 



that is evidence against the 
dreaded Magma company. 
They are dreaded because 
they have started a core tap 
power plant which is in 
danger of destroying the 
world! To fox them you 
must travel around the 
world through the transmit 
tubes and trade with spys 
in 1 1 ci‘ — * 



excellent picture 
g it — look out fi 
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Title: Harvey Smith's Showjumping 

Computer: Commodore 64 

Supplier: Software Projects 

Price: £7.95 






against the clock 
share turns and 



where sharp turns and 
quick reactions are the 
order of the day. Software 



managed 



capture something of the 
essence of the sport by 
carefully thinking through 
the problem. For example, 
the horse does not instantly 
react to your joystick and 
to speed it along you have 
to keep jabbing with your 



the bottom of the screen the 
course is displayed with a 
dotted line describing the 



bomb to tr 



proachlng another fence in 
an attempt to gain a good 
run at the next jump 
results in disqualification. 

Similarly, four faults are 
awarded for a fallen fence 



y ra f a 



TTE1 










TOURNAMENT 

SNOOKER 



IMP"* *" ~ ■ No big names . . . jus I a bigger 

and belter game . . . 

. . an extremely polished snooker 
simulation ..." Computer Gamer Sept. '85 
■ ■ an excellent version ..." 

Pop. Comp. Weekly Vol. 4 No. 33 
"... it just goes to show how much thought 
went into the design of this game ..." 

Home Comp. Weekly No. 125 
"... a better game than any of those available 
in the commercial arcades ..." 

Karl Dallas, Einstein User 

EINSTEIN £14.95 
AMSTRAD £8.95 (Cass.) 
AMSTRAD £12.65 (Disc.) 

MSX £9.20 

MEMOTECH £9.20 

Prices include VAT P+P FREE 
Available from: 

/_/ i 6 Arum Way 

f[ARDJOFTWARE Leicester LE3 6NB 

Tel : (0533) 873247 



TH 
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* ADDICTIVE ARCADE ACTION 

* CONTINUOUS MUSIC AND SOUND EFFECTS 

* UP TO 21 MOVING FULL COLOUR SPRITES 

* ONE ORTWO PLAYER GAME OPTION 

* JOYSTICK/KEYBOARD 

In the days of chivalry when the world was still full of myth 
and wonder, the newly (nighted went out into the world 
to seek fame, glory and to prove their courage. 

However, very few could have dreamt of adventure such 
as awaits you now. A powerful bird as your mount and a 
dark and mysterious battlefield upon which to show your 
valour and demonstrate your knightly skills. 

You will face many adversaries, of differing talents, who 
will not shirk from attacking you in number. Other dangers 
lurk in waiting for you to tire in your fight before taking the 
field to prove to be an almost unbeatable menace. 

elf is not always certain, and beware the 
who knows what terrors may lurk in its 





MESSIAH 

rnimirm 




Alphabatim and Computer 
Gamer are proud to an- 
nounce that the top prize in 
this great competition is 
one of the new Commodore 
'super' computers — the 
Amiga. 

At about £1000-£1400 
this machine is a bit out of 
the range of this magazine. 

petition to 6 get one. But it is 
interesting to look at where 
technology will be going in 

although the Amiga looks 
like being about 5 years 
ahead of the r 






Apparently. Commodore 
design, as long as the 
... chips off Mostek 
chip manufacturing 
arm of Commodore). So 
with any luck we may be 
seeing Amiga type 
machine - * 









a reasonable 





reported to be 
a very worthwhile prize to 
get. 

Whatl You've never 
heard of Alphabatim? Well 
you should know who is 
running it, it’s made up out 
of the programmer who 
wrote Daley Thompson’s 
Decathlon, and the ex 
Public Relations person for 









they are b 
in their fi 



The Robot Messiah, l.. _ 
cade adventure with 152 
screens over three levels. 



■) 



le ought to gel 
and knowledge 

t it is like to 



For the reasons why this 

think about the games that 
would be possible with 640 
x 600 resolution graphics 
in 4096 colours (subject to 
some restrictions), ap- 
ently infinite sprites, 

the abil"" — — 

thesize ANY s 

Companies like Actdvi- 

A me r lean Mme", 8 
already starting work on 
games for the machine, and 
what games they will be. 
For those of you that have 



he thinks that perhaps It is 
robots slaving away in the 



him down to spend the rest 
of his life in slavery. 

Years pass and Socrates 



up hope of ever leading hi 
people out of slavery. 

One day, he meets w: 
slightly more rebell 



rolling computer ( 



Robot Messiah. . 
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Starweb 

Competition 

If you are a regular reader 
of PBM Update then you'll 
appreciate how long it 
oould take to complete a 
game played by poet. When 
you think that a game 
could last months if not 
years you can appreciate 
the value of our prize of a 
free game of 8tarweb. 

For the winner there will 
be no setup fee or turn fees 
or even any special turn 
fees all he, or she. will have 
to pay for is the postage. 

How to enter 



STARWEB if you didn't 
already know it is a game 
where six different racial 
types combat each other to 
score the highest Victory 
Point total at the end of the 
game. Since, however, they 
are all different types they 
.all have different ways of 
making the points. 

is to design a New Racial 
Type for STARWEB. The 
racial type must fit into the 
game of STARWEB and not 
Just be an amended version 
of something you've read in 
an SF novel. For that 
reason you need to list the 
following criteria for your 



"Prime Directive” 



ierEer?or ei 



and leaving them barren 
for a number of turns. The 

K e wants to convert all 
inanity to the "One 

True Wav" T ■■■’--■ 



Eaublef w 

Builder does tne same witn 
Worlds. The Merchant sits 
in the middle and counts 
his profits. 

7a 




J D V E HIT UR E 



This month we feature a competition 
in which you could win a free game 
of the classic science fiction game, 
Starweb. 



Its Unique attributes. This 
is what makes the races act 
differently. The Berserker 
can "populate” ("robotate? 
Automate?) planets 
without an atmosphere. 
The Merchant can carry 
twice as muoh base Metal in 
his ships. Pirates oan over- 
whealm enemy fleets by 
use of a sort of intergalactlc 
boarding party, capturing 
enemy ships without firing 
a shot. Apostles just sit 
around reading their good 
book. Anyone coming into 



e jaded Artifact C_. 

lector can not only piok up 
t will, but the 



of Two Evils hold no fear 
for him. 

Finally say which of the 
already existing Races 
would make its natural ally 
and its natural enemy, and 
say why. We’re not giving 
any clues here but consider 
the value of a Race that 



timed Pirate raid o „ 

ruin an industrious Empire 
Builder’s whole day. Not to 
mention what a bunch of 
video games dropped onto a 
planet of the faithful will do 






RESULT Si 




72 > 

r y 



had to do w 

Hundreds of you 1 
what proved to be our most 
popular competition and 
most had the right answer 
which is illustrated in the 
diagrams opposite. Unfor- 
tunately there could be 
only one winner and he is 
David Taylor from Bulwell. 
Nottingham. 

So congratulations to 
Dave and better luck next 
time to the rest of you. Who 
knows you might win a 
prize in one of the many 
competitions in this issue. 

One final thing that has 
been worrying us is the 
people who didn't say there 
four extra pieces 
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Amongst 300 worlds lie 30 Sentinel Bases. 

Legend has, they are impossible to reach . . . 

XCEL. A stunning new game from Program Techniques, featuring state of the art hi-res graphics and movement. 
Available from all good software retailers for the 48K Spectrum, coming soon for the C64 and Amstrad. 
R.R.P £795 

DISTRIBUTED BY ACTIVISION (U.K.) Lid. 

DEFY THE LEGEND! 







Dynamic Games 
for the Amstrad 
Clive Gifford 
£ 5.95 
Interface 
Publications 



and Is a familiar name In 
the book world. This is not 
the first collection he has 
put together and it looks 

The programs are all of a 
reasonable length for typ- 
ing In and you shouldn't 
have too much difficulty 
getting them to work. I 
think the publishers could 

generous with their 
Instructions, though. Most 
games have only one 
paragraph to introduce 
them, and there are no 
hints as to how to develop 
them yourself, to make 
them harder or easier, for 
example. Nor are there the 

falls of'keylng In, such P as 
the Importance of dis- 
tinguishing between o and 

This wouldn't be so Im- 
portant If the listings were 
at least nice and clear to 
read, but unhappily the 
print Is not too good at all 
and you may find you have 
tn make a few Inspired 

ssses. There's no excuse 
. listings as faint and pat- 
chy as this — it looks as if 
the author was anticipating 
a world shortage of printer 
ribbons. 

If I’d paid out for this I 
think I might feel a bit 
cheated to find at least four 
completely empty pages 
stuck in the middle of the 
book — which looks a bit 
weird. Anyhow, I suppose 
you could use them for 
making your own program 



Thinking about a book for 
Christmas? Jane Naylor guides you 
through the latest editions. 
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Replicating 
Reality: Explor- 
ing Computer 
Simulations 
Tim Hartnell 
£7.95 
Interface 
Publications 



You might be forgiven for 
thinking that the title 
sounds a bit offputtlng, and 
It's certainly more heavy- 
weight than the last book 
(also published by Inter- 
face). But lots of you are 
probably getting fed up 
with simply type-'em-ln- 
and-run-'em books and 
would welcome something 
a bit more ambitious that 
actually attempts to teach 
you something as well as 
give you a few good games 
to play at the end of the 
day. Well, this book could 
fit the bill quite nicely. As 



ill a l 



he has produced here _ 
book that Is a little bit dif- 
ferent and exciting. 

The book contains 
listings for 18 simulation 
programs. They were 
originally written on an 
IBM PC in a common subset 
of Microsoft BASIC and it is 
claimed that they will run 
with minimal changes on 



any machine fitted with 
BASIC. I am always a bit 
dubious about such claims, 
but. since this book Is clear- 
>t aimed at beginners 



with the conversions. As it 
is, listings are given for the 
Amstrad and the BBC 
partof 

Com- 
modore 64 at the end. 

Tim Hartnell starts be 
spending several chapters 
exploring the nature of 
simulations: how they 
came to be used In pilot 
training, for example, and 
their particular charac- 
teristics. 

Then, as different 
aspects are explored and 
explained, they are 
programs. 

The selection Is quite 
varied. You can try landing 
a temperamental plane 
(againl), or playing the 
stock market, or even run- 
ning the United States' 
economy. There are some 
Interesting routines Involv- 
ing programming a robot 
using LOGO-style com- 
mands and a challenging 
computer chess game. 
Some of them are quite 
amusing too — If you are 
playing at being President 
of the United States, for ex- 
ample, you might find 
yourself booted out of office 
having broken all records 
for Increasing the inflation 
rate, the budget deficit and 
the birth rate all In one go! 





More Adventures 
for your ZX 
Spectrum 
Clive Gifford 
£2.95 

Virgin Books 



Although this book Is also 
written by the very busy 
Clive Gifford, it is quite dif- 
ferent from his other one. 
It is one of the typical stan- 
dard Virgin offerings of 
slim, very simple books of 
listings at a cheap price. 



some Illustrations a: 
vlded to give some at- 
mosphere to the scenarios 
you are likely to find 
There Is quite a dif- 
ference between the games 
in length. If you are a 
beginner at keying ir 






id the last would 



ages long, 
m. Magic 
ire, is for 



jntalnlng fi 

_nd lots of “l . 

such as a bibliography, a 
glossary and introductions 
by the author and the 
editor (who both happen to 
be the same person). 

There are four adventure 



Treasure 
Adventure and Lunatic 
Dreams. Each Is preceded 



Treasure Adventure, L 
more dedicated folk a 
pages long, but Is probably 
much more sophisticated 
and a better game If you 
have all that time and 
energy. 



with fur- day. 



games, especially other 
me of 

srclal 

games, like the Hobbit. 

I’m not terribly Impress- 
ed with this formula book, 
but if you are hard up over 
Christmas It might make a 
cheap present to help ^rour 



friends while away 






for the C16 which I Slope 
will match the quality of 
features, lnoluding a hf- 
soore table two player op- 
tion, and key or Joystick 
operation. It s well worth 
typing Ini It will take a 
little getting used to but is 
fun. Remember, the game 
is for the C16 only, but, If 
you have read all the ar- 
ticles and are prepared to 

ble to rewrite the program 
tor the computer you have. 



can keep the Idea and 
screen the same and even 
add specialised bits to use 
your computer to Its full 
potential, if, of course, It 

The game Is called 
KARATE. You are standing 
on a platform, with your 

S ient (either the com- 
or another player) 
against you. You must 
push him to the end of the 
platform causing you to 
win a bout. If he pushes 
you back, you win. The 



back by scoring i 
cessful hit. If you win juur 
time is displayed. 

To score a hit you can 
kick or punch your oppo- 
nent To avoid being kicked 
you must Jump above It; to 
avoid a punch you must 
duck. The controls are: 




Here the controls would 
be different, but the move- Hints; Always attack 
ment the same. — ' 



Jump (avoid klok) — I 

Punch (score a hit) — K 
Kick (score a hit — ‘ 'Space' ' 

Of course you can 
change the keys to suit 

S ourself. Just by changing 
is letters Inside Inverted 
commas. 

The game Incorporates 



all the features \ 






jred: moving, graphics, 
sound, presentation. The 
presentation Incorporates 
the hl-score table and the 
Joystick control. As I have 
already explained, there Is 
a two player option. 



Jump (avoid kick) 
Duck (avoid punch) 
Punch (to score a h: 



Joystick up 
Joystick down 
Move the Joystick In the 
direction of your opponent 
another hit) Fire button 



A Joystick in port one 
controls the left player. 

A Joystick In port two 
controls the right player. 

If you don't have a Joy- 
stick, you could be In trou- 
ble. It's Impossible to have 
both players keybound for 
two reasons: ( 1 ) It would be 
cramped; ( 11 ) It won’t res- 
pond quickly enough. If 
you have Just one Joystick 
— 0 alright beoause I 



The graphics are UDGs, 
which is unusual, but aptly 
suited for this program. 
There are one hundred and 



player B (or the computer). 
These are the five positions: 



e worked o 
for i 



i player t 



preference to defending. Jf 
you keep punohlng or kick- 
ing your opponent will 
have to defend himself and 



while avoiding, try attun- 
ing. If he punches, try and 

while down there — punch 
applies to kicking; while 
avoiding his kick and while 
you are In the air, klok him 
In the face. It Just might 
work! 

Before loading the first 
program, type: 

MONITOR (and press the 
return key. You will now be 
In the machine code 
monitor) 

T space DOOO space D1FF 
space 3800 (then press the 

(This line executes a very 
short machine code routine 
which I will explain later) 
X (and press return. This 
gets you out of the machine 
code monitor) 

This transfers the 



RAM (random ‘ access 
memory). This Is so that, If 
not all the graphic spaces 
are used up, letters are 
there, not squiggles of ran- 
dom dots. This also means. 
In reverse field mode, the 
letters come out again, not 
ggles of UDG. The 



routine before loading pro- 
gram 1. It might be sensible 
to write the machine code 
on the tape you have saved 
'• — — i you have typed 



ED program _. 

NEWed It, LOADED pro- 
gram 2 and RUN It, a menu 
will appear. You will have 
the choloe of a one or two 
player game. During the 
game, pressing the key E 



Just has the 
UDGs and the 
The graphics are 
beforehand, so there Is 
more memory for the pro- 
gram. It Is Important that 






,t and switch 1 



will lose the graphics. 
NEWing a program will 
cause It to be deleted from 
the memory but will leave 
all the poke locations alone, 
so the sound, screen and 
border colour, graphlos 
and even machine code 
(which Is In fact stored In 
memory locations reserved 
for machine code) Is left un- 
touched. NEWing the pro- 






gram, therefore, keeps 
the pokes and strings 
(variables with t on the 
end, used for holding a 
"string" of characters). So, 
— — . and type In 



75 GET A$:IF A» " " THEN GOTO 100 
100 7C$;F$ 

105 IF A* = "M" THEN continue line from here 
110 IF AS = "I" THEN continue line from here 
115 IF A$ = " space " THEN continue line from 
120 IF A$ = "K" THEN continue line from here 



When program 1 has 
loaded after you have typed 
the monitor routine, type 
RUN. When it is finished, 
type NEW (and press 
— *"'m). Also in program 1 

the Instructions, but 

only for the Joystick, so 








10 DATA 48,124, 248 , 254 , 255 ,248,124 , 58 

12 DATA12, 62, 31, 127,255,31,62,28 

15 DATA 3,7,10, 1.3,?, 19, 12, 15 

17 DATA 192, 224,80, 176,224,200,48,240 

28 DATA 240,226, 13,253,248, 192,56,248 

22 DATA15 71,176, 191 , 31 ,3,28,31 

25 DATA 28,24,248,240,192,0,0,0 

27 DATA56, 24, 31 , 15, 3, 0,0, 0 

30 DATA 15,31,1,12,15,7,3,5 

32 DATA240 ,248,128 , 43 , 240 , 224 , 192,1 60 

35 DATA 240, 248, 0,240,240,248, 252, 124 

37 DATA15,31,0, 15, 15,31,63,62 

40 DATA 3,7,15,31,63,3,58,24 

42 DATA 1 92 , 224 , 240 , 248 , 252 , 192,92,24 

45 DATA 188,190,190,63,63,31,24,19 

47 DATA6 1,125,125,252,252,248,24, 200 

50 DATA 0,0,0, 128, -192, 128,0,224 

52 DATA0,0, 0, 1, 3, 1 ,0, 7 

55 DATA 31,32,15,31,19,63,62,124 

57 DATA248 ,4,240 , 248,200, 252 , 1 24 , 62 

60 DATA 240.111,159,255,252,224,0,0 

62 DATA 15, 246, 249, 255, 63,7,0,0 

65 DATA 223,238,236,0,0,0.0,0 

67 DATA251, 119,55,0,0,0,0,8 

70 DATA 60,60,120,120,120,0,50,248 

72 D ATB60 , 60 , 30, 30, 30 , 0 . 76 , 3 1 

75 DATA 3,23,5.5,117,114.55,7,7 

77 DATA 1 92 , 232 - 236 , 1 74 , 78 , 236 , 224 , 224 

80 DATA 0,247,255,255,8,240,240,248 

82 DATA0, 239, 255, 255, 16, 15, 15,31 

85 DATA 0,246,247,247,0,0,0,0 

87 DATA0, 111,239,239,0,0,0,0 

90 DATA 1,1,1,0,223,191,95,96 

92 DATA 128, 128, 128,0,251 , 253, 250, 6 

95 DATA 239,239,243,240,115,227,192,7 

97 DATA247 , 247, 207, 15,206, 199,3,224 

100 DATA 128,240,248,120,240,96,128,192 

102 DATA1, 15,31,30, 15,6, 1,3 

105 DATA 7,31,61,120,123,63,14.1 

107 DATA224, 248, 188,30,222, 252, 1 12, 128 

110 DATA 0,0,0. 0,3,7, 7, 15 

1 12 DAT A0 , 0 , 0 , 0 . 1 92 , 224 , 224 , 240 

115 DATA 0,0,0,24,156.206,230,230 

117 DATA 0,0,0,24,57,115,103 

120 DATA 15,7,11,27,61,62,31.15 

122 DATA 240,224,208,216,188,124,248,240 

125 DATA 230,230,222,220,187,7,254,253 

127 DATA 103, 103, 123,59,221,224,127,191 

130 DATA 0,0,3,15,31,124,248,246 

132 DATA8, 0, 192,240,248,62,31,111 

135 DATA 1,111,239,236,123,0,0,0 

137 DATA 128, 246, 247, 55, 1,0, 0,0 

140. DATA 7, 0,0, 0,0, 0,0,0 

142 DATA224, 0,0, 0,0, 0,0,0 

145 DATA 251,3,1,0,0,0,0,0 

147 DATA223, 192, 128,0,0,0,0.0 

150 DATA 247,247,231,7, 14,30,60.56 

1 52 DAT A239 , 239 , 23 1 , 224 ,112,120,60,28 

155 DATA 28,28,28,14,0,0,0,0 

157 DATA56, 56, 56, 112,0,0,0,0 

158 DATA 255-255,255,255,255,255,255,255 




160 MENU*® “ IMTPSL " 0=DEC ( " FF 1 2 " > : POKE R,PEEK<0> AND 251 : POKE 0+1,14*4 
165 POKE 52, 55 POKE 56,55: 

170 FOR CH=65 TO 124 
172 PR I NT "3" PRINT CH 
175 Z=14*1024+CH*8: 

180 FOR B=0 TO ?:Q=0 
185 READ Q : POKE Z+B, Q NEXT B ; NEXT CH 
COLOR 4-] 

350 COLOR 0,7,2: COLOR 4,3,2 
355 PR I NT "3" 

360 PRINT" K 0 R 0 T E " 

365 PRINT: PRINT" B V " 

370 PRINT: PRINT" RICH0RD HEARN" 

375 PRINT: PRINT: PRINT" arrWO PL0VER G0I1E" 

380 PRINT : PRINT"!iJOVSTICK 1 CONTROLS LEFT PL0VER" : PRINT : PRINT" JOVST I CK 2 CONTROL 
S RIGHT PLRVER" 

385 PRINT :PRINT"FJLL CONTROLS IN MAIN GOME" PRINT: PR I NT "TO AVOID 0 PUNCH ... DUCK " 

330 PRINT: PR I NT "TO RVOID 0 KICK JUMP" 

395 GETKEV 0*: 

400 PR I NT "3" 

405 PRINT" *T WO PLRVER GAME = BEST OF 3 BOUTS" 

410 PRINT: PR INT'UJIN fi BOUT BV FORCING OPPONENT INTO " PRINT: PRINT "HIS OWN CORNER 

415 PR I NT PRINT: PRINT: PRINT" TWO PLRVER G0ME=WIN TWO BOUTS IN SHORTEST" : PRINT : PR I 
NT"TIME " 

420 PRINT" MST VPE ' NEW 'THEN LORD" 



RE0DV. 



5 PO=20 
10 GOSUB 270 

25 PRINT"."!": 

30 COLOR 4,4,4: COLOR 0,3,4 

35 PRINT" Jl>l8li'M»W>l>iF Wf I „ .mi .1 " 

40 C*="««S«»M««««S*I««««»**»************I" SOUND 1,600, "5 SOUND 2.300,5 

50 IF 0=1 AND B0=2 THEN PL=V0l_:TU > GOTO 460 

55 IF BI=2 THEN GOTO 435 

60 PRINT C* , 0* ( 1 > : PRINTD*: BSC 1 ■ T=0 

65 S=0 : IF 0=1 THEN PRINT"Si "TI*" " : ?=0 

70 IF SO0 THEN GOTO 190 
75 J=JOVa> IF JO0 THEN GOTO 100 
80 GET 0* : IF R*="E"THEN END 
35 IF TO0 THEN GOTO 230 

90 IFG=1THENG0T0 130 ELSE J*J0VC2> - IF JOG THEN PRINTD*.: "M"F# ; GOTO 155 
95 GOTO 70 

100 IF J=1 OR J=5 OR J=128 OR J=3 THEM PRINT C*;F* ELSE GOTO 80 

105 IF J=5 THEN PRINT CJ, "II" :0*<3> • S=2 • F0RN=1T0 X : NEXTN 

110 IF J=1 THEN PRINT C*;"IITI", fi*<3> :S=3:F0R N=1 TO X NEXTN 

115 IF J=128 THEN PRINT C*, "!*l" J 0*<2> : S=4 = FOR N=1 TO X NEXTN 

120 IF J=3 THEN PRINTC*,0*'4i : 3=5 = FOR N=1 TO X : NEXTN 

125 GOTO 85 

130 PRINT D*, "M"F* 

135 IF 3=0 THEN U= INTCRNDC 1 ?*10) + 1 : IF U>5 THEN .J=7 : ELSE IF S=0 THEN J=12S 

140 IF S=5 THEN ZF=INTCRND<l>*10i : IFZF=>9 THEN GOTO 70:ELSEIFZF=<2THEN.T=5 ELSEJ= 

7 

145 IF S=4 THEN ZF=INTCRND( 1 >*10> - IFZF=>9 THEN GOTO 70 = ELSElF3F= :?THENJ=1 : ELSEJ= 
128 

158 V=INTCRND<1>*9)+1 : IF V=8THEN GOTO 78 
155 IF J=1 THEN PRINT D*. "71" : B*<3> : T=3 ; F0RN=1T0 X NEXTN 
160 IF J=5 THEN PRINT D* ; "W" , B*<3> : T=2 : F0RN=1T0X ; NEXTN 
165 IF .J=7 THEN PRINT D*;B*(4> : T=5 ; FOR N=1 TO X NEXTN 
170 IF J=128 THEN PRINT D*J "M" , B*<2) : T=4 : FOR N=1 TO X = NEXT N 
175 U=INTCRNDC1>*30) : IF U=>1 6 THEN GOTO 75 
180 GOTO 70 

185 U=INT<RND<1>*30> : IF U=>20 THEN GOTO 75 
190 IF S=2 OR S=3 THEN PRINT CiUFJ GOTO 60 







IUBMBOUT" :pO=20 BI=BI+: 



195 IF S=5 AND T=2 THEN PRINT Ct, Ft GOTO 68 

200 IF 3=4 AND T=3 THEN PRINT Ct; Ft- GOTO 60 

205 VOL 8 : SOUND 3- 1000- 2 SOUND 1,600.2 

210 PRINT Ct, Ft • PRINT Dt, "M"F* :C*=Ct+“IT :D*=C*+'W 

215 PO=PO+l 

220 IF P0>35 THEN PRINT"«WO»D!D»»ia«GUT" 'PO=20 ' BO=BO+l SOUND 1,500. 4 GOTO 46 
225 PCI >=P<1 >+200 'GOTO 60 

230 IF T=2 OR T=3 THEN PRINT Dt, "M"F* GOTO 60 
235 IF T=5 FIND 3=2 THEN PRINT Dt "II" ■ FT GOTO 60 
240 IF T=4 AND 3=3 THEN PRINT Dt, "SI” • Ft - GOTO 60 
245 VOL 8 SOUND 3, 1000, 2 SOUND 1,600,2 
250 PRINT Ct , Ft : PRINT Dt, "M"Ft .Q=LEN<Ct > Ct=LEFTt • C $ , 0- 
255 P0=P0~1 : IF P0=5 THENPR I NT " HStSlsWsMBBBBBBBBBBBBBBPBBI 
OTO40 

260 P<2>=P<2)+260 : GOTO 60 
265 END 

2?0 fi*a>= '"si rnmni - - i •■■■■■ ■/«■« r»- ^ 

275 B#<1>= "H SIWilBI l--«IL'MIILT. " ^ 

230 fit < 2 >= -~l SBBBBI * -OSlBBBI I" 

285 Bt<2>= " SBI I TISlBI I_-*1BBI*>I :at»" 

290 fit(3>= "SI » SHI 4WBBBI SHBB ~ I " 

295 B*<3>= "SMBIIiliaBI U-SHil >•_” 

300 fit<4> = "SJ| -lk*a>l«BI 4 I ’"ISISI SBBBI r*" 

305 Bt<4> = "SMSI SttlBStn? SHL 'SIBBi n- " 

310 fit(5> = "Sr l-5fHBI L _-HslBBBI “-fill " 

315 B»<5> = "Sb HSITBBBBI I x rSIBBI "J - slBBr " 

320 Ft=""BI "IBBBI "IBBBI "IBBBI ''SBBBI "IBBBI 

325 COLOR 0,7, 3 COLOR 4,6.4 
330 PRINT"."]" 

335 PRINT", TI SKARATES CCHfiMPB" 

340 PRINT 

345 PRINT" BBV R.HEfiRN" 

350 PRINT : PRINT: PRINT: PRINT" SI . i PLHVEP VRS COMPUTER" 

355 PRINT : PRINT PRINT" 82. 2 PLflVERS VRS ERCH OTHER" 

3 60 GETKEY fi: 

365 ON fi GOTO 370,410 
370 COLOR 0,6,4: COLOR 4,7,3 

375 PRINT":]" PRINT PRINT" CONTROLS.. 

380 PRINT PRINT- PRINT PRINT PRINT" JUMP" 

385 PRINT PRINT" PUNCH" 

390 PR I NT : PR I NT " DUCK " 

395 PRINT PRINT" BFIRE=KICK" 

400 PRINT PRINT: PRINT : INPUT"U-IHHT SPEED - !=FRST , 100=SLOIJ" X 

405 G=1 : T I $="000000" -RETURN 

410 PR I NT "IT : COLOR 0,6,3'COLOR 4,6,2 

415 PRINT"3" : PRINT: PRINT" CONTROLS - " 

420 COLOR 1,8 

425 PRINT : PRINT : PRINT ' 

430 PR I NT "PLAYER 1 = I0Y<1>, CUP=JUMP,DOWN=>DUCK, RIGHT-PUNCH. FIRE=KICn " 

435 PRINT'PRINT PRINT 

440 PRINT"PLfiVER 2 = J0Y<2) , CUP- JUMP, DOMN-DUCK, LEFT-PUNCH, FtR6*MCKl " 

445 PRINT: PRINT 'PRINT PRINT: PRINT PRINT 
450 0=2 : PRINT"IFRESS ANY KEY TO PLAY" 

455 GETKEY At RETURN 

460 PR I NT "n" : COLOR 0,1 COLOR 4,7,2: PRINT-SMMSW.'OU BEAT THE COMPUTER IN "PL" SEOO 
NDS" : 

465 PRINT" XHHPRESS M'FOR MENU, E'TO EXIT" 

470 GETKEY A* IF fitO"M"AND fit<>"E"THEN GOTO 470 

475 IF At="E" THEN END 

480 IF At="M”THEN CLR'GOTO 5 

485 COLOR 0,6, 3 COLOR 4,7,2 

490 IF B0=2 THEN PRINT" H" PR I NT " eWflilWflfPLAVEP 1 WON THAT MATCH" 

495 IF BI=2 ANDGO 1 THEN PRINT":]" : PRINT"SWSW*I«»FLAVEP 2 WON THAT MATCH” 

500 IF BI=2 AND G=1 THEN PR I NT " 3" 'PRINT" SWWWBRUfflCOMPUTER 1 WON THAT MATCH" 

505 VOL 6 FOR N=1 TO 9O0STEP 50 SOUND l.H,4 SOUND 2 , H+100, 4-NEXTH 
510 PRINT" MHWFRESS M'FOR MENU, E TO EXIT" 

515 GETKEY A* IF A$<>"M”AND At C>"E" THEN GOTO 515 

520 IF At="E"THEN END 

525 IF At- "M" THEN CLR'GOTO 5 
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THE ONE YOU’VE BEEN SCREAMING FOR. 

Enter the Horror Sound Effects Competition — If You Dare I 

Spectrum Commodore 64 Amstrad 

£8.95 



WARNING: THIS PACKAGE CONTAINS MATERIAL WHICH MAY DISTURB 
PEOPLE OF A NERVOUS DISPOSITION! 



X 

DARE YOU ORDER NOW! 

NAME: ibiock ietiers) 

ADDRESS 



To: The Knife Sharpener 
Domark Ltd, 204 Worple Road 
London SW20 8PN Telex: 894475 G 



COUNTY. 



.POSTCODE 



Please send me — copies of "Friday the 13th - The Computer Game" at £8.95 
(includes postage and packing). 

I enclose a cheque/P.O. fori J 

My computer is: 

You may order by Access □ VisaO American Express □ Transca 

by post or telephone (01-947 5624). (Our Ac. No. 544! 

Please debit my CREDIT CARD □ Signature 

Account No: I I I I I .1 I I I I I ! I I I I I I I 
Credit Card Expiry Date: • 



SmMIPTIOM 



DON’T MISS OUT! I 

Now that you have read this issue of 
Computer Gamer and you know how 
interesting and invaluable it is, wouldn’t it be 
a crime to run the risk of missing a single 
thrilling issue? 

Well, you don’t have tol 

If you order a subscription to Computer Gamer 
you will be assured of receiving every issue 
through your letter box each month without 
the worry involved in rushing to your local 
newsagent before all your friends have nabb- 
ed the available copies. 

Simply fill in the coupon and send it in with 
your remittance and sit back and wait for 
thrills and excitement to come directly to 



Subscription Order Form 
Cut out and send to: 
Computer Oamer 
Infonet Ltd., ^ 

Times House, 

179 The Harlowes, ^ 

Hemel Hempstead, 

Herts. HP1 IBB. 




£16.60 for 12 issues UK □ 

£21.50 for 12 issues overseas surface postD 
£28.00 for 12 issues USA surface post □ 
£57.00 for 12 issues airmail □ 

w I am enclosing my (delete as necessry) 
cheque /Postal Order / International Money 

Order for £ 

(made payable to ASP Ltd) 

OR EvW 

Debit my Access □ Bar clay card □ 

1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 i B 



NAME (Mr/Mrs/Miss).. 
ADDRESS 



. POST CODE.. 



SIGNATURE.. 
DATE 
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10H0DE7 : HII=0: PROCt i ties 
20PR0Cspr i t e: PROCspr i ted at a: PROCi nitr 
uct 

30 VDU23;B202;0;0;0; 

31*FM,7 
32*FX 1 2,5 

33 ON ERROR 60T06000 
41VDU26 

45REPEAT : PROCgaie : UNTIL FALSE 
50END 

900 DEFPROCscrsen 

910 FORIX=OT03:PRINTTAB (0, II) ; CHR* 1148 
IjiNEXT 

920 PR I NTT AB < 1 , 0) ; CHRt ( 1 83 ) ; STR I N6S ( 36 
,CHR*I163I) ;CHRt(235); 

930 PRINT! AB (1,1); CHRt 1181); CHRt 1135); 
■scorti hi t * ; HIZ; TAB ( 28 , 1 ) } ' 1 i ves 

: •; CHRt 1148); CHRt (234); 

940 PR1NTTAB (1 ,2) ; CHRt 1 173) ; STRINBt (36 
,CHRt(172));CHRt(174); 

950 F0RU=3T021 : PRINTTAB 10, ID ;CHRt (14 
5)|lNEIT 

955 F0RIX-22T024: PRINTTAB (0,11); CHRt I 1 
48) ; : NEXT 

956PRINTTAB1 1 ,22) j CHRt ( IBB) ; STRINBt (36 
, CHR* ( 172) ) ; CHR* (236) ; 

957PR I NTTAB ( 1 , 23) ; CHRt ( 1 8 1 > ; CHR* ( 1 35 ) ; 
• get *;?17E DIV16;?WE N0D16; * diasond 
s* ;TAB (26,23) ; * air 000*;TAB(37,23);CHR 
t(14BI ;CHRt(234) ; 

958PR I NTTAB ( 1 , 24) ; CHRt ( 1 73 ) j STR I N6t ( 36 
, CHR* (172) ) ; CHR* ( 174) ; 

970ENDPRDC 
1000 DEFPROCsprite 
1005 0SBVTEMFFF4 

1010 DIH PLZ20,PHZ20, ILZ20, IHX20, RX20.C 
Z20,OFZ20,DATZ100,CODEX2000,DlX700,te«p2 
l 1 , teap3Z l,teep4Z 1 , X0X1 , Y0Z1 .DAT2X100 
, SZ5 , T 1X3 , opX2 , SKX 1 , SPX 1 , S0UX9 
1020 F0RIX=0T02STEP2 
1030 PX-CODEX 



by William Crum 

Rockrace was inspired by 
•'Boulderdash”, and like 

diamonds, avalant 



: sea i 



cave extends o 
three screens wide and two 
screens deep so a fair 
amount of exploration is 
required before the player 
possible to find yourself 
buried alive and if this hap- 
pens the only thing to do is 
wait for your air supply to 
run out and lose a life, 
whereupon you can start 
the cave again. To change 
the cave number you start 
on or the number of lives 
given try altering N% and 



cs toppling sideways 
onto you from above. 

Playing instructions are 
in the program but in addi- 
tion pauses the game 
until pressed again and ‘Q' 
quits the game. To break in- 
to the program press Q 
followed by ESCAPE. 

Please save a co^before 



■•5 



Hints on Play 

fast, co-ordination is the I 
key to play. You must learn I 
to hit the keys in a pre- I 
arranged pattern to get I 
through certain difficult I 
problems. ^8^ dlamond you I 
can effectivly commit I 
suicide, by getting a dla- I 
mond that is directly below 1 
a huge pile of rocks, as the I 
screen will end before the I 



e diamonds in e- 
i unflnlshable, 



rings. 

Careful 






fall if t 



9. diagonally to the left 

ght of it. It will also fall 

if you are in this position. 
However, it will not fall if 

dlreotly above ’?hi°s f blank 
space and on the same level 
as the rock. The little man 
can also hold up rocks 
under some circumstanc** 
This game is a lot 

“"‘"bWeV" 
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1040 COPTIX 

1050 .plot'll TAX:STA176:LDA PLX,I:STA17 

1060 LDA PHZ,I:STA171 

1070 LDAI0ATZH0D256:STAIr72 

1080 LD AIDATZD I V256 : STA173 

1090 CLOiLDA OFZ,X: ADC(r72:STAt>72 

1100 LDAI0:ADCIi73:STAi73 

1110 LDA RZ,I:STA174:LDV CZ,I:STYI75 

1120 .loop2Z LDVIO 

1130 . looplZ LDA1172) ,Y 

1140 STA(t70),V:INYiCPVt75:BNE looplZ 

1150 DECIr74:LDAI0:CHPIr74 

1160 BEB finX 

1170 CLCs LDA140: ADCtr70: STAIt70 

1180 LDAI0:ADC171:STA471 

1190 CLCi LDAIi75: ADCI>72i STM72 

1200 LDAtO: ADCt<73: STA673 

1210 JNP 1 oop2Z 

1220 .f inZ RTS 

1230 \aove routine not 

1240 .eoveZ JSR pi otnZ: LDAi.76: TAX 

1250 CLCiLDA 1LX,X: ADC PLZ,Z:STA PLZ,X 

1260 LDA IHZ.liADC PHZ.ZiSTA PHZ,Z 

1270 TIA'JSR plotnZ 

1280 RTS 

1310 .screenX LDAI31866H0D 2 S 6 :STA 17F 

1320 LDAI31866DlV256:STAIf80 

1330 LDA 17A:STA17C:LDA 17B:STA17D 

1340 LDZIO 

1350 .loop3Z LDVIO 

1360 . loop4X LDA(t7C) ,V:STI18E;STY6BF 

1370 TA1:LDA67F:STA PLZ.X 

1380 LDA180:STA PHZ.X 

1390 TXAlJSR plotnZ: JSR updateZ : LDYliBF 

1400 LDU8E:INY:CPYil2:BNE loop4Z 

1410 CLC: LDA«44> ADCt>7F: 

1420 LDAI0:ADC180:STA180 
1430 CLC: LDAI36: ADCI7C: STA17C 
1440 LDAIO: ADC*7D:STA17D 
1450 LDX18E:INX:CPXI9:BE0 endX:JHP loop 
3Z 

1460 .endZ RTS 

1470 .updateZ CLCt LDAt3: ADCSc7Ft STA47F 
1480 LDAtO: A0Ct<B0:STAb80 
1490 RTS 

1500 \ eove rocky non 
1510 .rockyZ LDAIbBl : LDX*0: LDVIO 
1520 JSR 0SBYTEZ:STU8E:CPYI11B:BNE nte 
scX 

1530 LDAU7E:JSR OSBYTEZ 
1540 .nteicX STXbBE 
1550 LDA&8E : CUP 190 
1560 BHE ntlftZ: JMP leftZ 
1570 .ntlftZ CNPI 88 : BNE ntrghtZ: JHP rig 
htZ 

1580 .ntrghtX CHPI58:BNE ntupZ'JHP upZ 
1590 .ntupZ CNPI47 : BNE ntd.nXsJHP doenX 
1600 .ntdunZ CHPI80:BNE ntpZ'JHP pause! 
1610 .ntpX ChPI81:BNE ntqZ:JHP quit! 
1620 .ntqZ LDAIO: RTS 
1630 .pauseX LDAlfcSl : LDXIO: LDYI20 



1640 JSR OSBYTEZ: CPYlblB: BNE ntesc2Z 
1650 LDAH7E:JSR OSBYTEZ 
1660 .ntesc2X CPXIASC ( ■ P" ) : BNE pauseZ'R 
TS 

1670 .rightZ LDYI 1 1 LDA ( t<77 ) , Y : CHPI5 
1680 BNE ntallZ'LDAIOlRTS 
1690 .ntellZ CHPI2:BNE ntdandZ: JSR dial 
ondZ'JNP erghtZ 

1700 .ntdendZ CNPIOsBNE nterthZ: JHP erg 
htZ 

mo.nterthZ CHPI4: BNE ntspcZ'JNP erght 
Z 

1720 .ntspcZ LDYI2: LDA(b77) ,Y:CNPI4:BNE 
neZ 

1730 LDYI2:LDAIliSTA(477),Y 
1740. erghtX LDYIO: LDAI4: STA I 177 ) , Y 
1750 CLC : U)Ab77 > ADCI 1 1 STAtt77 
1760 LDAIf78 : ADCIO : STAI>78 
1770 LDAI3:STA(li77),V:JSR bobZ: INC XOZ: 
LDA XOZ 

1780 CNPI31 : BCS naZ:CNPI7:BCC neZ 

1790 CLC : LDAI 1 IADC67A : ST AI7 A 

1800 LDAIO: ADC17B:STA17B 

1810 .neZ LDAIO: RTS 

1B20 .left! SEC : LDAU 7 : SBCI2 : ST A6 77 

1830 LDAb78: SBCIO: STAfc7B 

1840 LDYI 1 : LDA ( b77 ) , Y : CHPI5: BNE nt»112Z 

1850 .ne3Z CLC:LDAI2: ADCI77:STAb 7 7 

1 860 LDAIO: ADC17B:STA178: LDAIO: RTS 

1870 .nt«112Z CHPI2: BNE ntdmd2Z 

1880 JSR diaeondl:JnP .left! 

1890 . ntdand2Z: CHPIO: BNE nterth2Z:JHP a 
leftZ 

1900 .nterth2Z CNPI4: BNE ntspc2Z: JNP el 
eftZ 

1910 .ntspc2Z LDVIO: LDAH77) ,Y:CHPI4:BN 
E ne3Z 

1920 LDAI1:STA(D77I,Y 
1930 .aleftZ CLC : LDAI 1 : ADC477: STAb77 
1940 LDAIO: ADC178:STA178: LDYIO: LDAI3 
1950 STA(lr77),Y:LDYIl:LDAI4:STAIb77),Y 
I960 DEC XOZ: LDA XOZ: CNPI30: BCSna2Z: CHP 
16 

1 970 BCCpe2Zi LDA17A: SEC : SBCI1 : STAWAiLD 
Ab7B: SBCIO: STAI7B 
1980 .n*2Z JSR bobZ: LDAIOiRTS 
1990 .dounZ LDYI36:LDA(177) ,Y:CNPI5 
2000 BNE nt»115X:LDAI0:RTS 
2010 .ntell5Z CHPI2:BNE ntdendSZ: JSR di 
aaondZ: JNP edunZ 

2020.ntd.nd5I CHPIO: BNE nterth5Z:JHP id 
MIX 

2030.nterth5Z CHPI4:BNE ntspc5Z: JNP edx 
nZ 

2040. ntspc5Z LDAIO: RTS 
2050.adenZ LDYIO : LDAI4 : ST A ( l>77 > ,Y:CLC 
2060 LDA177 : ADCI36: ST A177 : LDAI78: ADCIO 
2070 STA178:LDAI3:STAI677) ,Y: INC YOZ 
2080 LDA YOZ: CHPI6: BCC ns2Z:CHPI15:BCS 
ns2Z 

2090 CLC: LDAI36: ADCL7A: STA17A: LDAIO 
2100 ADCl7B:STAl7B:.ns2X JSR bobZ:LDAIO 
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:RTS 

2110 .upZ LDA177 : SEC: SBCI36: STA177 
2120 LDA678: SBCIO: STA178: LDYIO : LDA 1177 1 

'2130 CHPI5: BNE ntullIZ 
2140 .na4Z CLC: LDAI36: ADC177 : ST AI77 : LDA 

10 

2150 ADCt>78: STAfc78 : LDAIO : RTS 
2160. ntnl 1 4Z CNPI2: BNE ntdend4Z:JSR dia 
•ondZ'JNP eupZ 

2170.ntd.nd4Z CHPIO:BNE nterth4Z:JHP au 
PZ 

2180. nterth4Z CHPI4:BNE ntspc4Z: JNP eup 
Z 

2190.ntspc4Z JNP na4Z 

2200 .eupZ LDYI36: LDAI4: STA (177 ), Y: LDYI 

0 

2210 LDAI3:STA(177),Y:DEC YOZ: LDA YDZ:C 
HPI5 

2220 BCC naZ: CHPI14: BCS mZ 
2230 LDA17A: SEC: SBCI36: STA67A 
2240 LDAI.7B: SBCIO: STAI<7B 
2250 .ns 2 JSR bobZ: LDAIO:RTS 
2270 .quitZ LDAI 8 I 1 RTS 
2280. .roc kZ LDAI (D1Z+61 1 1H0D256: STAb81 
2290 LDAI I D 1 Z*6 1 1 1 D I V256: ST A182 
2300. 1 oop7Z LDYIO: LDA I IB 1 ) , Y : CNPI 1 
2310 BNE ntrck7Z:LDAIl:STA teap2X: JSR r 
ockZ: JNP natZ 

2320. n t rck 7Z CNPI2:BNE n»tZ:LDAI2:STA t 
eap2Z: JSR rockZ 

2330 .mtZ SEC : LDA18 1 : SBCI 1 : STAI81 
2340 LDA182: SBCIO: STA182 
2350 LDA181 : CHPI ID1Z+361H0D256: BNE loop 
7Z 

2360 LDAb82iCNPI(DlZe36)0I V2S6 : BNE loop 
7Z 

2370 RTS 

2380. rockZ LDYI36:LDA1181) ,Y:CHPI4:BNE 
nt«pc7X 

2390 LDA teep2X:STA(lBl>,Y:LDYI0:L0AI4: 
STA(M1),Y 
2400 RTS 

2410.ntspc7Z CHPI3:BNE ntyou7Z:JSR evZ: 
CHPIO: BNE ntyou7Z:LDA teap2X:STA(lBl) ,Y 
2420 LDYIO: LDAI4:STA(li81) ,Y:RTS 
2430 .ntyou7Z LDYI1 : LDA ( 181 ) ,Y:CHPI4:BN 
E ntrockBZ 

2440 LDYI37 : LDA (681 ) , Y: CHPI4: BNE ntrock 
BZ 

2450 LDA teap2Z:LDYIl :STA (&81 > ,Y: LDYIO: 
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2460. ntrock8I CHPISlBME loleftX:LDV*37 
2470 LDA<b81 ) ,Y:CNPI3:BNE loleftX: JSR • 
vt:CnPtO: BNE loleftX 
2490 LDA teep2X:LDYll:STAU81) , Y:LDYI0: 
LDA«4:STA((i81) ,Y:RTS 
2490 . loleftX SEC : LDA 818 1 : SBC«1 : ST Ati 8 1 
2500 LDAIB2:SBCI0:STAIB2 
2510 LD Y*0s LDA ( 18 1 > , Y : CHP#4 : BNE iy! 

2520 LDY*36:LDA<ttBl ) , Y: CHPA4: BNE iyX 
2530 LDA te.p2XiLDYI0iSTA(l81),Y 
2540. rest! 

2550 LDAI4:LDYII 
2500 STAIIB1 ) , Y: RTS 
2570. iyt CMP43: BNE noluck* : LDYA36 
2580 LDA(tcBl) ,Y:CHP«3:BNE noluck*: JSR • 
v*:CKP»0:BNE noluckXiLDYlOiLDA te.p2X:ST 
AllBl), YsJtIP restX 
2590. nol uckX CLC: LDAI1 : ADC181 : STAIB1 
2000 LDAI0:ADC192:STA182:RTS 
2010. di a.ondX SED: SEC: LDA17E:SBCI i : STAl 
7E:CLD:LDA17E:STA te.p2Z 
2020 ANDfll5:CLC:ADCt48: STA HIHEH+930 
2030 LDA teap2X : ANDA240: CLC: ROR A: ROR A 
:R0R A 

2040 ROR A: CLC: ADCV48: STA HlHEfl+929: LDX 
40: LDY432: JSR addscoreX 
2050 JSR pi ngX: RTS 
2000.am.ateX LDXIO 

2070. loopyyX LDA DATX,X:PHA:LDA DAT2X.X 
2080 STA DATX,I:PLA:STA DAT2X , X : INX: CPX 
130 

2090 BNE loopyyX :RTS 
2700. addscoreX SED: CLC: TXA: ADC SX:STA 8 
X 

2710 TYAiADC SX+1:STA SX+1 
2720 LDAIOiADC SI*2:STA SX+2: LDAtO: ADC 
SX+3: STA SX+3:CLD: JSR sho.scoreXiRTS 
2730.sho«score! LDA SXiSTA te.p2XiANDIl 
5 

2740 CLC:ADCI4B:STA HIHEH+55iLDA teip2X 
2750 ANDI240:R0R A: ROR A: ROR AiROR A 
2700 CLC: ADC44B:STA HIHEIH54 
2770 LDA SXtliSTA teap2X: AND41S I CLC 
2780 ADC448: STA HINEN*53t LDA te.p2X 
2790 AND4240: ROR A: ROR A: ROR A: ROR A 
2800 CLC : ADC44B : ST A HIHEH+52 
2810 LDA SX+2: STA t e.p2X: AND* 1 S : CLC 
2820 ADC#48:STA H1HEI+51 : LDA te.p2X 
2830 AND4240: ROR AiROR A:ROR AiROR A 
2840 CLC: ADC44B:STA HINEM+50 
2850 LDA SX+3: ANDI13: CLC: ADC448: STA HIM 
EH+49:RTS 

2855.ti.erX INC t..p4X:LDA te.p4X:CMP*2 
: BNE stsptiLDAIOiSTA te.p4X 
2800 JSR ani.ateX:SED:SEC:LDA TIXiSBCIl 




iSTA TIX 

2870 LDA TIX+1 : SBC80: STA TIZ+1:CLD 
2880 LDA TIX:STA te.p2X: AND*15: CLC: ADC* 
48:STA HIMEM+954 

2890 LDA te.p2X: AND*240:R0R AiROR AiROR 
AiROR A: ADC*48: STA HIMEM+953 
2900 LDA TIX+1:AND*15:CLC:ADC*48:STA HI 
MEM+952: .stopX RTS 

2910. storeX LDA177:STA opXiLDA 178:STA 
opX+1 : RTS 

2920. .vX LDA opl:CHPl77:BNE n.atchXiLDA 
opX+1 : CMP17B; BNE n.atchX: LDAIOi RTS 
2930. na.tchX LDA* 1 : RTS 
2940. del ayX LDYlOi.lyZ LDXIO:. bX INX 
2950 CPXIlFFiBNE 1«X:INY:CPY SPXsBNE ly 
XiRTS 

2900 .start! JSR tiierXsJSR shouscoreX: 
LDAI3:LDYI0:STA(1771 ,Y 
2970 .ga.eX 

2980 .aainloopX JSR check!: CNPI1: BED ou 
tx 

2990 CHP*2: BNE ntd.adZ: JSR dia.ondXiLDA 
13 : LDY*0: STA ( 177 ) ,Y:LDA17E:CMP»0:BE0 out 
X 

3000. ntdeadX JSR storeXiJSR rockyXiCHPI 
ASC < "Q” ) : BEO outX:LDA*15:LDX*l: JSR OSBYT 
EX: JSR screen! 

3005 JSR delayX:LDAl7E:CNPI0:BE0 out! 
3010 LDA TIX:CMP*0: BNE sti 1 1 ti.eX: LDA T 
IX+1 : CNP*0: BEQ out! 

3020. sti llti.e! JSR ti.er! 

3030 JSR .rockXiJSR screenXiJSR delay!: 
JMP game* 

3040. out! RTS 

3050. check! LDYI0iLDAH77),Y:RTS 
3000. ping! LDAIliSTA SOUX: LDA*0: STA SOU 
X+l 

3070 LDAIliSTA S0UX*2:LDAI0i STA SOUX+3: 
LDAI 1 90M0D250: ST A S0U1+4: LDAI190DI V256: S 
TA SOUX+5: LDAIliSTA SOUX+6: LDA*0: STA SOU 
1+7 : LDAI7 i LDXISOUXH0D25O: LDYISOUXD IV250: 
JSR IFFFliRTS 

3080. bob! LDAIOi STA SOUZiSTA SOUI+liLDA 
HF1::STA SOUX+2: LDAIIcFF : STA S0UX+3:LDAI 
2i STA SQUI+liLDAIOiSTA SOUX+5: LDAIliSTA 
SOUX+O: LDAIO: STA SOUX+7 : LDAI7 : LDXISOUZHO 
D250: LDYISOUXD IV250: JSR IFFF1 : RTS 
3100 .bonus! SED: CLCi LDAIOi ADC SXiSTA S 
X: LDA TIX: ADC SX+liSTA SX+ 1 : LDA TIX+1: AD 
C SX+2iSTA SX+2: LDAIO: ADC SX+3:STA SX+3 
3110 LDAIOiADC SX+4:STA SX+4:CLD:RTS 
3800 RTS: 1NEIT 
3B10 ENDPROC 
4000 DEFPROCtitles 

4010 PRINTTAB (9,7) ; CHR* ( 141) ] *R 0 C K • 
RACE - iTABl9,8)|CHRI(141)) , R OCK- 
R A C E *| 

4020 PRINTTAB (0,24) ; CHR* (148) ;CHR*( 157) 
;CHR!(135);TABI8,24);*P lease N a i 
t * ; TAB (38,24) ; CHR* ( 156) ; 

4030 ENDPROC 
5000 DEFPROCinstruct 



5005 CLSiPRINTTAB (9, 1 ) ; CHR* 1 14 1 ) ; ‘R 0 C 
K - R A C E ‘jTAB(9,2> ;CHR*( 141) ; *R 0 C 
K - R A C E *j 

5010 PRINTTAB (3,4) ; CHR* (13X>i*Guide Roc 
ky round the caves and 
5015 PRINTTAB (3,6) ; CHR* ( 131 ) ; *.ake .ill 
ions by collecting th. ' 

5020 PRINTTAB 1 3 , 8) | CHR* ( 131 >; "flashing 
dia.onds .' 

5025 PRINTTAB 14, 10) jCHRK 130) j "But do n 
ot disturb the rocks or you ' 

5030 PRINTTABI3, 12) ;CHR* ( 130) ; ‘could ha 
ve a" j CHR* ( 134) j "ROCKRACE'jCHRI ( 130) ; " o 
n your" 

5035 PRINTTABI3, 14) ;CHR*(130> i "hands. * 
5040 PRINTTABI3, 16) ; "Use : " ;TAB( 12, 16) j 
■ 2 for LEFT" 

5045 PRINTTAB (12, 18) { “ X for R16HT" 

5050 PRINTTAB ( 12,20) ; " / for BONN" 

5055 PRINTTAB ( 12,22) ; * : for UP" 

5060 PR1NTTABI0,24I|CHR*I148) jCHR*(157) 
jCHR»(135)|TABI9,24))"P R E S S SPAC 
E" | TAB 138,24) jCHRK 156) ; : «F X 15 , 1 
5070 REPEAT UNTIL GET«32lVDU7 
5080 ENDPROC 
60002X*ERLieFI12,0 
601OST0P 

8000 DEFPROCspritedata 
8010 F0RIX-0TD1 1 : ILX?IX*Ol IHX7IX>0: NEXT 
8020 F0RIX=0T035i READ AX:DATX?IX=AX:NEX 
T 

8030 DATA1 85 ,185,185,230,230, 230 
8040 DATA232, 252, 180,170,175,165 
8050 DATA224, 252, 176,162,175,161 
8060 DATA173,255, 236,230, 163,173 
8070 DATA160, 160, 160, 160, 160,160 
8080 DATA255 , 255 , 255 ,255,255, 255 
8090 FORIX=OT05:RX?IX*2:CX?IX=3iOFX?II» 
itlXlNEXT 

8100 ?17A*D1XH0D256:?17B S D1ZD1V256 
8110 7l80=0i?l81»0 

B120 FORIX=OT035:READ AX:DAT2X?IX«AX:NE 
XT 

8130 DATA185, 185, 185,230,230,230 
8140 DATA232.232, 180, 170,175,165 
8150 DATA224, 172,176,162,172,161 
8160 DATA188,255, 174, 174, 163,245 
8170 DATA160, 160, 160, 160,160,160 
8180 DAT A255 , 255 , 255 , 255 , 255 , 255 
8200 ENDPROC 
8500 DEFFNcavel 

8510 F0RIX>0TD35iDlX?lX°5:NEXT 
8515 REST0RE8560 
8520 F0RIX*lT016i READ At 
8530 FOR JI*1T0 36i ?(DU»IX*36+JX-1)*VA 
L (HID* (A*, JX, 1) > iNEXT 
8540 NEXTiF0RIX*0T035i?(DlX+17*36+II)»3 
: NEXT : ?V7E*25 
8550*1X 

8560 DATA ‘5000003001125000011100000100 
00000015" 

8570 DATA "5000000000025000002001100500 
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■5011211211000000000000100500 

'5000000000005000001010100500 

‘5000000000005002001010000500 

■5000101000005002001011110500 

■5000101000005000000000000500 



'5000101000005215044111111500 
'5000101000005215040011111502 
■50000000000052150440021 1 1500 
■5010100001115115004400211511 
'5112100000000000001440000500 
5010100001115440011144000500 
5000000000005000020204000100 
500000000000500001 1104000500 



00011015* 
85B0 DATS 
21001115’ 
8590 DATA 
12001005' 
8600 DATA 
21001225’ 
8610 DATA 
00000115’ 
8620 DATA 
00000005’ 
8630 DATA 
55554445’ 
8640 DATA 
20100045’ 
8650 DATA 
12100045’ 
8660 DATA 
20100045’ 
8670 DATA 
11100045’ 
B6B0 DATA 
00000045’ 
8690 DATA 
10104445* 
8700 DATA 
02000445’ 
8710 DATA 
10100045" 



10000 DEFPROCgaie 

10010 LIX a 5:NX=l:PR0Cs»tup 

10020 duiayX : EVAL I ’FNcave’*STRt(NX) ! 

10030 REPEAT : CLS: PROCscreen: PRDCreset 

10035 PRIHTTAB (34, 1 ) ;L1X; 

10040 REX-USR (itartX) i COX-REX 
10045*FX15,1 

10050 IF REXH0D6100-1 LI X=LIX-1 : SOUNDO, - 
15,6,24 

10051 IF 7TU*0 AND TIX?1=0 duaayZ’EVAL ( 
■FNcave’*STR»(NX)) 

10052IF ?TIX=0 AND T1X?1*0 LIX=LII-l:?TI 
X=153:TIX?1»9:PRINTTAB(6,7) jCHR*Cl32>|CH 
Rt U57);CHRt(135);’B ASP! SPLUT 
T E R !’;CHRt(156);CHRtl 145) ;TAB( 13,8) |C 
HR»(132)iCHR*(157)|CHR»U35)i’N 0 A I R 
!' ;CHRt 1 156) ;CHRt( 145);: SOUNDO, -15,4,60 
100551F717E-0 LIX«LU+1 :NI« (NX*1 )• (- INK 
>5 ) I : NX=NI- ( NX=0 ) : BOX' I ?T I XAND1 5 ) ♦ 1 0* ( ?T 
1ZDIV16)*100*(TIX?1 AND15) 

10056 IF?67E=0 du**yI*EVAL I ’FNcay«'*STRI 
(NX)): CALL bonusXi ?TIX-153iTIX?l=9:PRINT 
TAB(12,7);CHRI(135) ;'B ONUS > ’; 100* 
BOX ; CHR* (145);: SOUND 1 , 2 , 73 , faOi S0UND2 ,2,6 
5,60 

10057 »FX15,1 



10058 REX=1NKEY(300I: 

10060 UNTIL LIZ-0 OR REXH0DI.1O0-ASC ( *0’ ) 
10070 SCOREZ- (?SZ AND 15)*10*((7SX AND 2 
40)D1V16)*I00»(SX71 AND 15)*1000*( (SX?1 
AND 240) DIV16) *10000*15X72 AND 151*10000 
0HISX72 AND 2401DIV16) *1000000* (SX?3 AN 
D 15) 

10080 IF SCOREDHU HU-SCOREXiPRINT TAB 
(5,7>jSPC(5l:CHRt<135);CHR$(136);’N E N 
H I - S C 0 R E’ | CHR* 1137); CHR# (145) | TA 
8(10,8);STRINGt(24,’ ’);:S0UND1,2,81,60: 
S0UND2 , 2 , B9 , 60 :*FX15,1 
10086 ZX-INKEY (300) 

10090 PRINTTAB ( 10,7) ;CHR>(135) ; ‘p r e s 
5 a k e y " ; CHR$ ( 1 45) ; : *FX 15 , 1 
10100 REX-GET : SOUND 1,1,190,2 
11000 ENDPROC 
15000 DEFPROCsetup 

15005 ENVELOPE 1,3,1,-1,1,1,1,1,126,-15, 
-9,-7,120,120 

13006ENVELDPE2,3,8,8,8,2,2,2,60,0,0,-60, 

120,0 

15010 ?677=(D1X*42)H0D256 
15020 ?17B»(DIX*42)DIV256 
15030 7&7A-D1XH0D256 
15040 767B-D1X0IV256 
15050 ? XOX-6: ? YOX-l 
15060 ?67E=33 

15070 FOR I X-0T04: SX? IX=0 : NEXT 
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00001445’ 

18110 DATA ’5010000000000000544004444445 
40101005’ 

18120 DATA ’5010555555555555504010444455 
40101005’ 

18130 DATA '5010005111115212104010044550 
00101005’ 

18140 DATA '50100055222551 II 104010004500 
00101005’ 

18150 DATA ’5000000552551111104010044500 
01101125' 

IBI60 DATA ‘5444010001400000104010444500 
11121115’ 

18170 DATA '5444010000000000104010444501 
11121115' 

18180 DATA ’5444010004000000104010000000 
00000005’ 

18190 DATA '5444020004000001044401000005 
55505545’ 

18200 DATA '5000210004000010444440100012 
12100005’ 

1B210 DATA '5000000000000104444444010000 
00000005’ 

18500 DEFFNcav*3 

18510 F0RIX-0T035: D1X7IX-S: NEXT 




15080 ?TIX-153:TIX?1=9 

15090 7SPX-4: ?te«p4X=0s 7te«p3X-0: 7SKX-1 

15100 ENDPROC 

16000 DEFPROCreset 

16010 ?17A=D1W0D256: 717B»D 1 XD I V256 

16020 7177=(D1X+42)H0D256:?178=(D1X*42ID 

IV256 

16030 ? XOX-6: ? YOI-1 

16050 ENDPROC 

18000 DEFFNcave2 

18010 F0RIX=0T035:D1X?1X=5:NEXT 

18020 RESTORE 18060 

18030 F0RIX=1T016:READ At 

18040 FOR JX-1T0 36:?(D1X+1X*36*JX-1)=VA 

L(HIDI(At,JX,l)):NEXT 

18050 NEXT :F0RIZ-0TD3S: ? (D1X+17*36+IX) -5 

:NEXT:?Ii7E=32j=II 

18060 DATA ’5221113000000014451221011215 
21121215’ 

1B070 DATA '5221)11111111115451110011115 
21111115’ 

18080 DATA *5211111111121225452100111115 
11122215’ 

18090 DATA '50000000000000004510011 11115 
10001005’ 

18100 DATA ’5011111111111110440000000000 | 



18520 RESTORE 1B560 

18530 F0RIZ-1T016: READ At 

18540 FOR JX-1T0 36:7(D11*IX*36*JX-1)=VA 

L(NIDt(At,JX,l>): NEXT 

1 8550 NEXT : F0RIX-0TQ35: ? (D1X*17**36*IX) -5 

: NEXT: 7t7E=32: -IX 

18560 DATA ‘5000003210000222000000000015 
22252225’ 

18570 DATA '5000005115151141111111110005 
11150555' 

18580 DATA ’5000005115150000052222250015 
12150005’ 

18590 DATA *5210005115150000151222251005 
12155505’ 

18600 DATA "5210005115250000151122250015 
12150005’ 

1B6I0 DATA '5000005225250010151122251005 
12150555’ 

18620 DATA *5001000015251110155550550005 
11150015’ k 

T »5> 
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list 





00000005* 

19180 DATA *5210000021001110000001101050 
21004445* 

19190 DATA *5010000000000111111100101000 
01004445* 

19200 DATA ‘5011111001100011111110101011 
11000005* 

19210 DATA *5000000011110000000000002000 
00000005* 

19500 DEFFNcaveS 
19510 F0RIX*0T035:D1X?IX S 5:NEIT 
19520 RESTORE 1 9S60 
19530 F0RIX»1TD16:READ A» 

19540 FOR JI=1T0 3i:?<DlI*IX»36tJX-l)*VA 

L(NIDt(A>,JX,l)):NEIT 

19550 NElT:F0RlX*0T035:?(DlIM7*3AtU>=5 

:NEXTi?li7E=49i=IX 

19540 DATA *5000003000500000000000150022 
22211515* 

19570 DATA *5055555550514541011110155122 
22215515* 

19500 DATA *5002220000000501055550525512 
22155225* 

19590 DATA *5051115555555501001010522001 
21552225* 

19400 DATA *5051115111111101000000511255 
15522225* 

19410 DATA *5051125100000001050505521255 
15522225* 

19420 DATA *5051125101111111050505512552 
22551115* 

19430 DATA *5031123100000001030505125522 
22253115* 

19440 DATA *5051115111111101030501255222 
12225515* 

19450 DATA **5051 1155555551010505025511 1 1 
11111515* 

19440 DATA ‘5051110000005101050500000000 
00000005* 

19470 DATA *3000000555503101010504044444 

44444405* 

19480 DATA ‘5044444000005121010504004444 
44444005* 

19490 DATA *3004440505525121010104004444 
44444005* 

19700 DATA *5000400500115101000004000444 
44440005* 

19710 DATA *5444400000000001000004000004 
44000005* 
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CLASSIFIED DEPT. (CG) A.S.P. Ltd- 
Square, London W1. 

CLASSIFIED RATES — 40p private pet* 
display £9 per single column centimetre. S 
rates on application. Please note th ' 



Telephone Dave 01-437-0699 



a s 



WARNING NOTICE- 



Advertisements placed in this magazine are to be in strict compliance with our standard conditions 
(copies of which conditions are available on request) and on the clear understanding that the advertiser 
warrants that his advertisement(s) does not infringe any copyright or condition of sale of any interested 
party in the advertised product. 

Further, the advertiser indemnifies the proprietors of this magazine in respect of costs, damages, or any 
other claims brought against them as a result of legal action arising from the publication of the 
advertisement. 

Any breach of these terms or the said conditions may result in prosecution of the advertiser by the 
proprietors. 
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IMPOSSIBLE MISSION 



&SS?T 



I SPECTRUM 48K 



cassette £795 
AMSTRAD 
cassette £9.95 
disk £14.95 



COMPUTER SOFTWARE 







Sheffield SI 4FS. Telephone: (0742) 752912 






Cro'Wther 









William Wrbbler is the latest 
game from Tony Clowther- 
a most exciting adventure 
game. Through the 
underworld of dark 
powers in search of 
golden treasure William 
struggles against all odds 
to vanquish foes and reach his goal. 
A game of skill and excitement. 




